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Curse Of Monkey Island 


We take an EXCLUSIVE look at the game LucasArts said they'd 
never make and chat to the developers who have taken over 
from Ron Gilbert with the aim of producing the funniest and 
most entertaining point-and-dick adventure ever. See page 40. 
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T his month's CD is packed with some 
excellent demos that should keep you 
busy right through the next month. 

To access the software on this month's CD 
from Windows 95, pop the CD in the drawer and 
double-click on the CD icon on your desktop. 
Simply double-click on the BROWSER.EXE file 


and this will launch the CD browser program 
which will enable you to select and install 
this month's demos. 

If you're running your machine under DOS, 
insert the CD and change to your CD-ROM 
drive (the default command is usually <D:>). 
Type <PCZONE.EXE> to launch the browser. 



Help! 


The CD not working? HD playing up? The PC's being a 
total bast? Don't worry - phone our helpline and sort 
yourself out pronto! 

HD DISK HELP 

Phone Matthew on 01274 736990 

Any week day between 9am and 4pm 

CD-ROM HELP 

Phone ABT on 01708 250250 



Contentss 


Click here to 
access the DOS 
demos on this 
month's CD 


Click here to 
explore the 
Internet stuff, 
cartoons and the 
Our Price chart 


All the latest Windows and Windows 95 
demos, Internet essentials and the top 
utilities that no PC should be without. 


Take a look at some games still 
in development. 


' Cartoons, competitions and more... 


Click here to see 
how some of the 
hottest new 
games are 
shaping up 


Click here to 
access the 
plethora of 
Windows demos 
on offer this 
month 


Click here to go 
back to the C:\ 
prompt and quit 
the CD 


Any week day between 11 am and 6pm 
(Please DO NOT phone the PC Zone office as your 
calls will NOT be answered) 

If you are calling either help line, then please take note 
of the following points: 

• If possible have your PC operating and near to the 
phone when you call 

• If this is not possible, note down all relevant 
information ie system type, sound card, RAM etc, plus 
the nature of the faul. 

• Make sure you have a pen and paper to hand when 
you call to jot down the relevant info. 


No CD? 


If you are unable to get your grubby paws on 
the CD issue, then fear not! Simply fill out this 
slip, enclose your HD from the cover plus a 
cheque for a whole £1 and send it to: 

CD Exchange (51), PC Zone, Dennis Publishing, 

19 Bolsover St, London W1P 7MJ 

Your details (please print clearly) 

Name:. 

Address:. 

Post code:. 

Please make cheques payable to: 

DENNIS PUBLISHING Ltd. 

CDs from previous issues are also available. 


Installation shortcuts 

If for some reason the front end to the CD BLOOD demo you'd type the following: 

won't run properly you can still install each 

demo by bypassing the front end altogether. Type CD D0SDEM0S <ENTER> 

Simply switch to the appropriate directory Type CD BLOOD <ENTER> 

(as shown on the table below), type the install Type INSTALL.EXE <ENTER> 

command (you can either type it in as one long 

line or press <ENTER> after each back slash) The game should then install itself to your hard 

and then press <ENTER>. drive. To run the game, change to the install 

For example, if you wanted to run EIDOS' directory and double-click on the .EXE file. 

Manual installation commands 

Demo 

Directory/installation line j 

Blood 

DOSDEMOS/BLOOD/lnstall.exe 

Comanche 3 

DOSDEMOS/COMANCHE/lnstall.exe 

Darklight Conflict 

DOSDEMOS/DARKLITE/Darklite.zip 

Interpose 

DOSDEMOS/INTERPOS/Interpos.exe 

KKND 

DOSDEMOS/KKND/KKND/KKND.Zip 

PGA Golf 

DOSDEMOS/PGA TOUR/PGA Demo.bat 

Quiver 

DOSDEMOS/QUIVER/QUIVER/Quiver.bat 

Cricket 

windemos\gamedemo\cricket\setup.exe 

Daytona 

windemos\gamedemo\daytona\daytona.exe 

Flight Unlimited 95 

windemos\gamedemo\flight\flight.exe 

Interstate 76 

windemos\gamedemo\intstate\i76demo.exe 

Outlaws 

windemos\gamedemo\outlaws\outdemo.exe 

Space Rocks 

windemos\gamedemo\space\sr3d95sw.exe 

Treasure Island 

windemos\gamedemo\treasure\disk1\setup.exe 

3-D Mini Golf 

windemos\gamedemo\minigolf\minigolf.exe 

NBA Jam Extreme 

windemos\gamedemo\nbajam\setup.exe 

Subspace 

windemos\gamedemo\subspace\124\subspace.exe 

Pod 

windemos\aamedemo\pod\winpod.exe 
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T he computer game equivalent of the beastie boys' 

Sabotage video, Interstate 76 is a game in which the world of 
sideburns, wah-wah pedals and jive-talkin' collides head-first 
with polygon-based, three-dimensional, car-racing shenanigans. As the 
title suggests, it's all set in 1976, although apparently this is "a different 
1976" (so it might as well be 1946, really). Anyway, you're a David 
Soul-with-a-tache bloke named Groove Champion. It could happen. 
Don't be deceived by the wheelbound nature of the gameplay: 

Interstate 76 is not a racing game. The object is to track down a load of 
bad guys and then car them to death. The missions are structured a bit 
like space combat games: you've even got a wingman (the supremely 
cool Taurus) to help you out. If you get stuck, consult the helpfile. 


TODAY IS YESTERDAY, 

WATCH AND SMILE 

Perhaps Interstate 76 represents the first in a new wave of games 
inspired by '70s trash culture. Trouble is, it's all based on American 
stuff. What about us Brits, eh? How about a Tiswas Phantom Flan 
Flinger Quake clone, or maybe a Bay City Rollers drag-racing game. 
Or a beat 'em up starring Felicity Kendal, the Wombles, Ed 
'Stewpot' Stewart, Jenny Hanley, Marc Bolan, Timothy Claypole 
from RentaGhost and Giant Haystacks. Actually, I think I'll patent 
that last idea. It sounds like a winner. (No it Goddamn does not - 
Transatlantic Marketing Head) 


r 


CONTROLS: 


|l control l||lFil| Cockpit view 

IIcontrol 11IF2II External camera 

(FjEraB External camera control 

[I controlII (gg) Track next object 

NOTE: Numlock must be off for number pad to 

work. 


Accelerate 

OP (joystick forward) 

Brake 

EU) (joystick back) 

Steer 

EH 

(joystick left/right) 

Emergency brake 

m 

Reverse 

[backspace! 

Fire weapon 

Spacebar 

(joystick button 1) 

Cycle weapon 

p enter! 

(joystick button 2) 

Link similar weapons 

El 

Weapon camera toggle 

HI 





Radar on/off 

BHlFTim 

Radar range 

B 

Target frontal enemy 

B 

Target next enemy 

ffl 

Cancel target 

E 

Zoom in 

BO 

Zoom out 

|l PG DNl| 

Reset 

fflEl 

Sit tapping key in vain 

HJ 

Glance down (view dash) ICO 

(joystick hat down) 

Glance left/right 

0 

(joystick hat left/right) 

Glance back 

E (joystick hat up) 

Binoculars on/off 

B 

Headlights on/off 

GO 

Start 

B 

Horn 

Q3 

View map 

m 

View notepad 

d 

Pause 

lOTim orfranSE) 

Exit sim 

IBmMa 






Coming on 

Windows®95 & PlayStation 
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BLOOD 


EIDOS INTERACTIVE (DOS) 


wi 


B lood represents the very latest in duke nukem-style technology 

and gore-encrusted mayhem. It's got a plot and everything, but we couldn't 
give a fiddler's pluck about that, and nor could you. The upshot of it is that 
you run around and kill things. As you'd expect with a game called Blood it's not 
aimed at children, the squeamish, or Daily Mail columnists. It's a bit like taking part 
in a reconstruction of Evil Dead II, really. The weapons are pleasantly unconventional 
- we're talking pitchforks and flare guns here - and the gameplay offers a fairly 
steep challenge. This demo, in the grand tradition of so many 3D blasters, offers 
you the first episode of Blood in its entirety: you'll need to buy 
the final release to get the remaining three. 


THE GEAR OF LIVING DANGEROUSLY 

Blood offers something for mindless thugs of all 
persuasions. Check out these weapons, dude. And 
bear in mind that there's more on offer in the retail 
version. Kay? Kay! 

Pitchfork 

The weapon of choice for ignorant villagers and \\ 

cuckolded farmers is surprisingly effective against 
walking armies of the undead. Best of all, it requires 
no ammo, so it's always there for you, just when you 
need it most. Just like we are. Because we love you. 

Fancy a shag? 

Flare gun 

Let off a flare, and it buries itself in your enemy's 

chest cavity, then ignites a few seconds later, causing 

a full-on 'human fireball' situation to arise. Ideal for 

children's parties (but only if you like children toasted, 

that is). Try the 'alternative fire' button for widespread mayhem. 


Sawn-off shotgun 

The star of TV's Crimewatch UK makes its second appearance on this month's 
cover CD (there's also one in Outlaws). Shit from a distance, painful up-close. 

Thompson's machine-gun 

For rapid-fire conversation-stopping. 

Dynamite bundles 

Just like those bangers you smuggled back on that school trip to Calais years 
ago, but considerably larger and deadlier. Use the 'Alternative Fire' key to stop 
'em exploding on impact. 


CONTROLS: 

GJHEIJ0 Movement 

Spacebar Use items or open doors 

11 TAB II Toggle automap 

ICO Toggle map follow mode 

Run 

Auto run 
Strafe 
Strafe left 
Strafe right 

Fire the selected weapon's 
primary fire 

Fire the selected weapon's 
alternate fire 
Jump 
Crouch 
Look up 


ffENDl) 

Backspace 


□ 

D 

|| CONTROL || 


Look down 
Aim up 
Aim down 
Turn around 

Cycle through inventory items 
Use selected inventory item 
Use Beast Vision* 

Use crystal ball* 

Use guns akimbo* 

Use jump boots* 

Use vaseline* 

Use doctor's bag* 

Use proximity bomb* 

Use remote detonator* 


* Assumes that you have this item in your inventory 


WE LIKE TO, HUH, BREAK STUFF 


You can smash loads of stuff up in Blood; most of the scenery can be damaged 


in some way. Which set me to thinking: how about a vandalism simulator? Think 


about it, it'd be great. You patrol leafy suburbs and council estates, kicking in 


phone boxes, lobbing bricks through windows, spraying graffiti and generally 
acting the bastard. There wouldn't be any combat; you'd just have to try and 
scarper whenever someone started chasing you. Cool, eh? 
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DARKLIGHT CONFLICT ELECTRONIC ARTS (DOS) 


T hink of a swearword, now double it. 

Now imagine shouting it at the top of your 
voice. Because that's what you'll be doing 
when you get a look at Darklight Conflict in action. 
It looks downright amazing. You'll be astounded by 


the swirly visual effects, lens flares, spangly explosions 




and split-second twinkles. 

If you've ever played Elite 
you'll feel right at home. The 
radar system is easy to work 
out - just be sure to keep an eye 
on the swirling yellow arrow at 
the left-hand side of the screen. 
It's telling you where the bad 
guys are. We've listed the keys 
here, although you'll get far 
more out of the game if you 
play it with a joystick. 


BDj 

ED-H3 

E3 

Q 

ME 


Spacebar 

Ml 


Fire secondary weapon 
Speed 

Speed (none) 

Reverse 
Afterburner 
Shield (press and hold down) 
Scanner range toggle 
Pause 


CONTROLS: 

13] Climb 

H Dive 

S Left 

El Right 

mm Bank left 

llALTJl E Bank right 

Spacebar Fire primary weapon 
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A S A SPECIAL TREAT 
and as a follow-up 
to last month's 
EXCLUSIVE in-depth preview 
we've compiled a unique 
'interactive' behind the scenes 
look at what is undoubtedly 
going to be the hottest release 
of the year - Jedi Knight: Dark 
Forces 2 from LucasArts. 

Using the simple to 
use menu system you can 
click your way through our 
collection of EXCLUSIVE 
shots and work in progress 
animations and get a real 
insight into how Jedi Knight: 
Dark Forces 2 is shaping up. 

You can also check out 
shots of Lands Of Lore 2 from 
Westwood, Siege from Telstar, 
Atomic Bomberman from 
Interplay as well as Quake 
Rally and Quake Chess. 


JEDI KNIGHT: DARK FORCES 2 


INTERACTIVE PREVIEW 



ELECTRONIC ARTS 


the United States and/or other countries. Windows is either a trademark or registered trademark of Microsoft Corporation 


»trademarks or registered trademarks of Electronic Arts 
rademarks of Sony Entertainment Inc. 
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TERRIS 


© DOUG GOLDNR AND PAUL BARNETT 


W ELL, THIS MONTH WE HAVE NOT ONE BUT TWO SHINY ROUND THINGS 
for your delectation and amusement. And they're both rather fab! This 
month's second bonus CD is Terris , the anally addictive on-line role- 
playing game from America On Line. In a wicked attempt to get you completely 
hooked on Terris, they're giving away 50 hours free on-line time to all PC Zone 
readers. Now that can't be bad, can it? 

Installing Terris §jlfc| r ' 

There are a few things you need to install Terris. Firstly, the CD (which always 
comes in handy), a modem, and a phoneline. Pop the CD in the drawer, run 
Windows and go to the relevant drive in Explorer (or File Manager if you're 
running Windows 3.x). Then double-click on the SETUP.EXE file and follow 
the on-screen instructions. 

Once you've created your AOL account, you'll need to go to the Terris area. Once 
you're in AOL hit the "Keyword" button on the AOL menu bar and enter "Keyword 
Terris". This will take you to the gateway. Now you'll need to download the Terris 
artwork, which usually takes about four minutes. When you've done this you're 
ready to spend the next 49 hours and 56 minutes playing Terris for free! 

The game 

First things first. Before going into the game you'll need to create a character to 
play with. There's a whole range of classes, from blood-crazed fighters to spell¬ 
casting mages - even hippie druids! Try to get a character that kind of represents 
what you want to do in the game - there's not much point being a fighter if you 
want to cast spells, etc... 

Okay, once you've created a character you'll be taken to one of the big cities in 
Terris. On average there are over 400 players from both the UK and the US on at 
any one time. All these players are other people playing at the same time as you, 
so there's always someone to ask if you get stuck. 

The game itself is almost entirely text-based. Basically, it's a modern day version 




of the University MUDs that used to be around when computers first crept 
into Undergrad courses. The challenge of the game is simple: you need to 
solve puzzles and riddles, gain experience to go up levels and battle your 
way through mythical creatures. 

Your first task is a simple one. You must find an object located nearby, and 
bring it to solve the first puzzle. This will give you a simple guide as to moving 
around, which is basically via points of the compass - type SE to go South East, 

N for North and so on. 

There will definitely come a point when you'll get into a fight. Initially the 
only opponent you'll be capable of fighting is an overgrown rat, but as you gain 
experience you'll be able to take on giants, dragons and even Death himself! 
Combat is based on a system very similar to the RPG dice games known as D&D . 
You and your opponent each have a set number of hit points (HPs) which diminish 
every time you take a hit from a weapon or spell. When your HPs reach zero you're 
dead, so don't go wading into tricky situations willy-nilly or you won't 'live' very 
long. In addition to HPs your characters will also have spell points (SPs). These 
resource points are required every time you cast a spell, so use them wisely. Run 
out of magic juice and it's down to good old-fashioned combat, so be prepared. 

You can improve both your ability to fight (by spending build points) and the 
weapon you use (you usually start with a small sword or dagger but you can buy 
bigger and better swords, even Excaliber!) and this in turn will affect how much 
damage you can inflict on an opponent. 

Although it doesn't exact;y thrill in terms of visuals, Terris is extremely addictive 
once you get into it. After just a few hours on-line, we promise that you'll be 
completely addicted as you spend hours desperately trying to build up your 
character. The fact that there are so many other 'real' people in the game means 
that unlike so many other RPGs it can be seriously unpredictable and, at the same 
time, totally absorbing. Invasions can occur, earthquakes can happen, and of course 
there are also Guild matters to attend to (Guilds are households of players where 
you can learn unique skills). 

Since Terris went 'officially' on-line in October last year, it's rapidly become 
Europe's most popular on-line multi-player RPG, and when we reviewed it last 
year we gave it a whopping 88 per cent. Thanks to the fact that it's continually 
being improved means that it's still in our top ten list of best RPGs! It's also got a 
lot bigger and faster and is now even more addictive than before. Take our advice 
and register now, otherwise you'll never know what you've been missing! 


PROBLEMS? 

If you experience any difficulties installing and using the software on the 
Terris/AOL CD or would just like more information on Terris or America On-Line 
please phone the following number: 0800 279 7444. 

NB PC Zone/AOL cannot accept any responsibility for any loss of data or damage 
caused through installing or using the software on this CD. 
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From all leading 
soltware stockists 


^Bfoderbund 

(COLOSSAL)PI^TURES 


lures. All rights dbeflfed. Koolo Lumpur: Journey to the Edge ond BroderbUftd 
!^t //ore ( Inc. (Col$sscfl|piciures is a registerecU^odemork of Colossal Pictures. 
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Copyright 1997 Broderbund Software and Colossal Pi 
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LUCASARTS/VIE (WIN 95 ONLY) 



Ooh, look at that. That's how many 
bullets you've got in your gun. When 
you run out (which you will, very 
quickly), just right-click to reload. 

This here number represents how 
many bullets you've got left in your 
pockets (as opposed to loaded in yer 
gun). When this is down to zero, 
you're in mighty big trouble. 

See that red bar? That's your 
'Knackered-o-meter'. When you're 


really tired you won’t be able to run 
very fast or jump very high. 

This shows which inventory item 
you're currently holding in your foul, 
grubby hand. Hit 'Return' to use it, 
or 'D' to drop the bastard thing. 

This rack of hearts represents 
your current physical well-being. If 
it's running low, be on the lookout 
for water canteens (which look a 
bit like cherry pies). 


CONTROLS: 

MOVEMENT 


In the full version of the game you'll gain access 
to a variety of additional weapons, including a 


E3BEB 

Move yourself around, like 

knife, sawn-off and double-barrel shotguns ant 


the slinky snake-hipped 

a Gatling gun. 



bounty hunter you are 



fSRiFH] 

Afterburners 

HOW TO USE A WEAPON 

Spacebar 

Nudge (used when 

CONTROL 

Fire primary 


opening doors etc) 

ffl 

Secondary weapon 

m 

Jump 


action 

(S3 

Crouch (very handy, this) 

S3 

Reload 

(H3 

Move slow 



Q or MB 

Strafe left 

OTHER KEY FUNCTIONS 

Q or MB 

Strafe right 

mm 

Scroll through inventory 



[TENTER - 

Select/use item 

WEAPONS 


D5B 

Active map 

As you progress through the game you'll 

S3 

Lamp 

encounter a variety of different weapons 

a 

Disarm 

(Limited in the Demo). To select a weapon, press 

BO 

Change screen size 

one of the number keys on your keyboard. 

a 

Drop item 

ed 

Fist 

[[PGlPli or (TOE 

Look up 

m 

Pistol 

ilPG DN|| or mm 

Look down 

s 

Rifle/Toggle scope 

fBEl 

Look back 

a 

Single-barrel shotgun 

S3 

Free look 


C ONSIDERING THE POPULARITY OF BOTH A) WESTERNS AND B) 

Doom-style shoot 'em ups, it's surprising we haven't seen a marriage of the two before now. Welcome to 
the wild and woolly world of Outlaws, the rootin' tootin' shootin' bounty hunter 'em up from LucasArts. 
Your role is that of Marshall James Anderson, a retired lawman out to avenge his wife's murder. 

It may look a bit on the bland side to start with, but hang on in there because there's a cracking game 
lurking under the surface. It's more 'realistic' than most first-person blasters, in that weapons need to be 
manually reloaded, hitting the bad guys requires a fair degree of accuracy and it takes very little bullet-in-head 
action to kill you. The accent is firmly on sneaking around, ducking for cover, and generally acting like a cunning 
bastard, instead of a brainless gung-ho maniac. You've got one level to clean up in this demo - the full game 
features many more - and a cracking multi-player option too. 


READ THIS, IT'S IMPORTANT 

For some reason, the default options are set up in a 
way which some of you might think is a bit odd. 

Make sure you do the following before you even 
think of playing the game: 

* Turn on the 'visible crosshairs' 

* Switch on 'pitch return' 

* Play with the mouse and keyboard simultaneously 


CD ZONE EXTRA 


HD ZONE 


T here are over 30 playable 

demos on this month's CD 
including Comanche 3 from 
NovaLogic, Quake Rally and NBA Jam 
Extreme from Acclaim. We haven't 
got room to explain how to play 
them all, so use the browser to check 
'em out. Most have README.TXT 
files which tell you what the controls 
are, and many have instructions 
which can be accessed via the 
in-game menu. 

There's also heaps of patches, 
essential programs and Internet 


utilities as well as our all-new tips 
database which is packed full of 
walkthroughs and hints for hundreds 
of games. To access this mine of 
invaluable info click on the 'PATCHES' 
folder on the CD and then double¬ 
click on the 'SOLUTIONS' folder. Most 
of the files can be accessed through 
Microsoft Word by double-clicking on 
the game title, although you'll need 
to unzip some of them onto your 
hard drive before you can read them 
(WINZIP can be found on this month's 
CD in the 'Essentials' directory). 



Quiver (ESD) DOS 

T his month's floppy demo 

is yet another first-person 
shoot 'em up, but this one 
runs extremely quickly and is 
definitely worth a look. To install 
the game insert the floppy into 
floppy drive, click on the 

PCZONE.EXE file and follow the on-screen instructions. Quiver \s also on this 
month's CD and can be accessed via the browser in the usual manner. 



CONTROLS: 

B 

Sound/music volume 

iraramisi 

Movement 


control 

(US) 

Access main menu 

m 

Gamma 

[IPG UP I] 

Look up 

iron; II ENTER 1 

Fire 

PG DN 

Look down 

Ml 

Strafe (with direction 

[1 HOME 1) 

Centre view 


keys) 

Emu 

Auto map 

iTSHTFIl 

Run (with direction keys) 

0 

Help 

[FEND|pNS| 

Jump 

m 

Save game 

Spacebar 

Open doors/trigger 

B 

Load game 


switches 
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The Ion Storm breaks 

The most talked about people in the whole wide world bring 
news of their brand new line-up. 




Falcon ’ell! 

Quiet since the release of their 1996 smash hit 
Hind, Digital Integration have at last broken their 
silence with the announcement of their latest project, 
F-16 Fighting Falcon. 

With over 100 missions divided over three campaign 
settings through Korea, Israel and Cyprus, F-16 Fighting 
Falcon should once again assert the fact that Digital 
Integration create some of the best 
flight sims in the world. Once 
again, Dl's designers have set * # 

out to develop the most realistic %« 

game possible, although 
novices need r f — 

not be put off ^ 
because there'll 
be an arcade 

mode option to accommodate them. 

F-16 Fighting Falcon will feature every trick 
from the flight sim design bible, such as a fluid 
virtual cockpit, the latest in hi-tech weaponry, 
intelligent wingmen and network play for up to 
16 pilots, as well as sporting an updated version of 

Dl's dean-looking 3D engine. 

Everything being 
equal, we should expect 
to see a finished version 
* in the autumn. Refer to 

http://www.digint.co.uk 

\i_ for all available updates. Z 


Daikatana, 

\ 111 n Anachronox 
lUljjf and Stranded 
have been 
named as the 
first titles in the range of 
Ion Storm developed games, 
out through EIDOS Interactive 
in the not too distant future. 

Led by highly acclaimed 
uberfragmeister programming 
dudes John Romero {Doom, 
Quake), Tom Hall {Doom, 

Pre$ and Todd Porter (ex-7th 
Level), news of Ion Storm's 
first releases comes 
hot on the heels of 
much speculation, 
and it's already clear 
that the PC gaming 
community is wringing 
its collective hands in 
anticipation. 

Presently there 
are 15 people 
working on 
Daikatana (the name 
of a type of Samurai sword 
apparently), which includes 
Romero, who is personally 
overseeing the whole project. 
Both EIDOS and Ion Storm 
insist that Daikatana' s pre- 
Christmas release date is 
"totally realistic", and 
there's even a possibility 
that it may be released 
before Quake 2 and Unreal. 

Daikatana is to use a new 
version of the Quake engine, 



with advanced 3D card 
support, but will apparently 
look and feel markedly 
different to the mighty 
Q. Daikatana has been 
dubbed 'a time-travelling 
action adventure using close 
and long-ranged weapons 
with a subtle beat 'em up 
feel'. Word that there are 
role-playing elements in 
the game may have raised 
an eyebrow or two, though 
Romero himself promises 
Daikatana's action bias to 
be the name of the game 
from where he stands. 

Tom Hall, ex-iD Software 
and 3D Realms, is working on 
Anachronox- a humourous 
science fiction role-playing 
game that he himself 
describes as "a turbulent 
story with a roller coaster 
of emotion". The game 
will see players searching 
for weapons and tools 
through different planets 
and dimensions to progress 


through a puzzle-based 
environment, and is expected 
to be completed late in 1998. 

Finally there's Todd Porter, 
former 3D graphics guru at 
7th Level, who's heading the 
creation of Stranded- a real¬ 
time strategy game with a 
promised, but as yet unseen, 
new slant on the genre to 
distinguish itself from the 
others. Stranded will be 
out in October '98. 

Ion Storm have also 
just taken residence of a 
new multi-zillion dollar 
office suite on the top two 
floors of the second largest 
skyscraper in the whole of 
downtown Dallas - so it 
looks like they won't have 
far to move once they've 
made their fortune on 
these three titles. 

Ion Storm have a 
really good Web page at 
http://www.ionstorm. 
com, if you want to find 
out more about them. 0 


WarCraft revisited 

Blizzard Entertainment have announced a new addition to their acclaimed WarCraft range which 

looks set to take the series in a whole new direction. 

With over 60 locations, linked together with an array of animated cut sequences, plus over 70 animated characters, 
WarCraft Adventures: Lord Of The Clans brings the WarCraft setting into the realms of full-blown adventuring. 

"This adventure game tells an important chapter in our overall version of the Warcraft story. For the first time, 
players will interact with the Orcish Horde, and learn about their history and motivations. The game adds to the 
depth of the WarCraft universe and provides the back story for future titles," commented Blizzard's Allen Adham. 

A Windows 95 version of Lord Of The Clans is currently scheduled for a late summer release. Check out 
http://www.blizzard.com for further details. e 
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the Lara Croft story by two episodes, 
will be most welcome indeed. Tomb 
Raider vl. 1 will pick up the action 
from where the original tale left off, 
and it's very much intended that the 


going will not get any easier, as 
vl. 1 is intended for experts only. 

Tomb Raider addicts will get a chance 
to update their existing software to 
i/7.7 at the exceedingly good price of 


£9.99 from the beginning of June. 
Developers Core Design promise that 
there'll be a completely new game 
starring everyone's favourite busty 
heroine come the end of the year. 



Apache sim from EIDOS 



mW 


Team Apache draws from 

Simis' experience of creating 
helicopter simulations, such 
as the classic KA-50 Hokum, or 
their current work in progress Missing 
Action (due from GT Interactive at the 
of the year), and promises to push the 



to new and unexplored areas. 

At the heart of Team Apache lies a dynamic 
real-time campaign setting which favours the 
style and procedure of team combat, even 
down to managing the maintenance crew and 
morale and abilities of the team as a whole. 
Theatres in the Saudi Arabian desert, the rain 
forests of Columbia and the temperate climes 
of Latvia will provide the 
backdrop for a multitude 
of explosive missions. 

Team Apache will use the 
same 3D system as Terracide, 
and includes comprehensive 
3D accelerator support in order 
to maintain the high frame rate 
of its stunning visuals. 

If you want more news, NOW, you'll find it 
at http://www.eidosinteractive.com. 0 


Ninja to follow Tomb Raider 


r ^Sm Core Design have fed details of their new Saturn/ 

: p PlayStation action adventure Ninja to the console press, 

** ; V v but as yet there are still no details of the PC version. 

* M Although Ninja makes use of Core's magnificent Tomb 

J Raider engine, the company insist that Ninja is in no way 
V ^ a sequel to Lara Croft's first outing and will be completely 

action-packed with enemies attacking left, right and centre. Spread over ten varied 

levels, Ninja's weapon-based beat 'em up ___ 

style of gameplay will lead the player through / $&&*£** 

various scenarios set in impressive indoor and 

outdoor locations. , r . | 

A PC version must certainly be on the cards v U 5 f 

(especially if the console versions do well at m 

Christmas), so as soon as we find out when 0^ 
that'll be, rest assured you'll be the first to [ 

hear about it. Z V y 




Reach out and crush someone 

Having seen screenshots earlier this month, it looks as if Sierra are really pulling out all 

the stops on their new Earthsiege instalment. Earthsiege 3 will be the first Dynamix release to 
make full use of their revolutionary new 3D technology, featuring texture-mapped Gouraud- 
shaded terrain and vehicles with an engine that Sierra claim will have "unprecedented visible 
sight distance". Motion capture, for the animation of anthropomorphic vehicles, is being applied 
to the fantastic polygon graphics, all of which will benefit greatly from full 3D accelerator card 
support (including native support of the Rendition and 3Dfx chipsets). 

Playing as either Corporate, Cybrid or Rebel your squad of hulking HERCs will have over 
45 missions to blast through, and over 50 different weapons to do it with. There’ll also be 
expanded tactical battle options including satellite surveillance, mobile artillery and air strikes. 
Have a look at http://www.sierra.com if you want to know more. 0 




plane 

crazy 


Glasgow-based Inner Workings' 

Plane Crazy will be the first in 
a line of PC-developed titles to 
debut as a full-blown arcade 
machine in an initiative to 
encourage the adoption by the 
coin-op industry of high-powered 
PCs running the Microsoft Windows 
95 operating system. 

Plane Crazy is a super-fast 3D flying racing 
game, in some ways similar to Nintendo's classic 
Pilotwings, that utilises a proprietary 3D engine 
(developed by Inner Workings' specialist games 
group Team Fearsome) combining Microsoft 
Direct3D technology and the latest in 3D 
acceleration to stunning effect. 

A PC version, essentially the same as the 
arcade original, will take advantage of a number 
of different graphic accelerator cards, and will 
also feature an eight-player link-up option. 

Inner Workings have yet to announce a publisher 
for the PC version of Plane Crazy, so there's no news 
of a release date as yet. Arcade versions usually 
roll out before Christmas but we hope to have 
more news for you in the next issue of PC Zone. 

For more information go inside Inner Workings 
at http://www.innerworkings.co.uk. # 
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'There is nothing we have seen in the past year to touch the Special Reserve PC' 


'Totally outrageous for a home computer - can they really supply all this for £1500' 

J (The ZZAP PC was formerly called QUAD and the FOXX PC was formerly called the SIXX before the inclusion of high speed CD ROM drives) 


True MMX 

All Special Reserve PC’s 

! ARE MMX OR MMX COMPATIBLE 



The Special Reserve 

ZZAP pc 


and Internet-ready 
ZZAP.net PC 

The ZZAP (formerly called the Quad) is a powerful 

MACHINE AT AN INCREDIBLE PRICE. BUILT FROM THE SAME 
QUALITY BASIC COMPONENTS AS THE MORE EXPENSIVE FOXX 
AND MAXX, THE ZZAP OFFERS RAW POWER AND AN ABUNDANCE OF 
FREE GAMES SOFTWARE, PLUS WORKS, ENCARTA AND DICTIONARY OF THE LIVING WORLD. AND IT 
CAN EASILY BE UPGRADED WITH MORE RAM, EXTRA HARD DRIVE ETC. AT A LATER DATE. 

Recommended for games enthusiasts on a limited budget, but also catering for those who 

WANT THE VERY BEST PLATFORM TO BUILD UPON. 


ZZAP PC from £1049.99 inclusive of VAT 

1250 MB Quantum Fireball Tempest Mode 4 hard drive 
EIGHT x SPEED Creative Labs IDE CD ROM drive 

SOUND BLASTER 16 Vibra sound card. Genuine Creative Labs and fully compatible 
MATROX MYSTIQUE 3D MGA PnP wickedly fast 3D Windows and Graphics accelerator. 
Top rated graphics card. 2 MB SGRAM high speed video memory upgradeable to 4 MB 
GIGABYTE INTEL TRITON 3 VX High performance motherboard. MMX compatible and 
fitted with a full 512k of Pipeline Burst Cache 

INTEL PENTIUM CPU with silent fan. All PI 66 and P200 PC’s are true MMX 

ADI PROVISTA 14” 0.28 dot pitch SVGA colour monitor with tilt & swivel stand and 2 year 

ADI on-site warranty. Optional 15” or 17” models (please see OPTIONS) 

16 MB FAST EDO RAM expandable to 512 MB (6 slots) _ 

CREATIVE LABS SBS 38 Stereo speakers 
WINDOWS 95 KEYBOARD, MOUSE AND MOUSE MAT 
ALL SOFTWARE PRE-INSTALLED AND ON CD except demo’s 
WINDOWS 95 RELEASE 2 Microsoft’s latest system software 
ONE YEAR ON-SITE WARRANTY and optional 2nd year 


New Matrox Mystique 

HIGH SPEED GRAPHICS 

Latest Motherboard 
Faster CD ROM 
Better Monitor 
Improved Software 
New ZZAPPY Name 


Software ZZAP Pack 

MICROSOFT WORKS V3 A leading integrated suite of applications including a user- 
friendly Word Publisher (Word Processor with graphics mode), Spreadsheet and Database 
MICROSOFT ENCARTA 96 Best selling Encyclopedia 

DICTIONARY OF THE LIVING WORLD CD • ACTUA SOCCER Top Soccer action 
MATROX MPEG VIDEO CD SUITE • CREATIVE LABS SOUND SUITE 

Special Reserve BIG 30 Games Bundle 

26 GAMES. Settlers 2, Archimedean Dynasty, Transport Tycoon Deluxe, Railroad Tycoon 
Deluxe, UFO Enemy Unknown, Destruction Derby, Lemmings Paintball, Gods, Magic 
Pockets, Speedball 2, Xenon 2, Cadaver, Lotus 3, Zool 2, Premier Manager 2, Space 
Crusade, Gunship, Jack Nicklaus Golf, Mig 29, Silent Service 2, Team Yankee, 
Championship Manager ‘93, FI 9 Stealth Fighter, Ishar, Campaign and Grand Prix Masters 
QUAKE, DUKE NUKEM 3D, FI GP2, SWIV 3D, NASCAR & TOMB RAIDER playable episodes 

Additional ZZAP.net PC features 

PHONE BLASTER 28.8 VOICE/FAX/MODEM A quality high-speed Creative Labs 

Fax/Modem built-in to the Sound Blaster 16 Card. With speakerphone, answerphone, fax 

broadcasting, phone book, remote access, voicemail, e-mail and much more 

20 HOURS FREE INTERNET CONNECTION via CompuServe and AOL 

01279 600208 INTERNET HELP-DESK to solve connection problems, or to register you 

for unlimited internet access via Global Internet 

SUPERVOICE SOFTWARE Answers your telephone, takes messages, forwards calls, 
alerts your pager, sends and receives faxes. Includes Visual Dialer for instant access to 
features and TextAssist text-to-speech software 

★★★★★ WHAT THE PRESS SAY 

What Personal Computer “Best balance of hardware and software” 

PC Format Best Multimedia Buy “Power and Value.... A clear winner” 

Computer Shopper “Clearly the best equipped for bundled software 
and a superior multimedia setup” 

PC Plus 10/10 Gold Award “There is nothing we have seen in the 
last year to touch the Special Reserve. A great machine on or off 
line. Excellent value particularly if you play games” 

PC Gamer “A great machine at a superb price. Special Reserve is an 
outstanding winner. Best value combination I’ve seen in a long time” 


PC Buyer 5 Star Rating and Showcase Product “The Quad.net [now ZZAP.net] is 
absolutely ideal. It offers suprising power for the price” 



01279 600204 


Chelmsford, Essex 

43 Broomfield Rd 

NEAR THE BUS STATION 


£23,000 Fantasy Formula 1 @ http://special reserve.co.uk 

Please also see OPTIONS on the next page 

Order by telephone or visit one of our huge club shops in 

Sawbridgeworth, Herts Bristol Avon 

The Maltings, Station Rd 351 Gloucester Rd (A38) 

NEAR THE TRAIN STATION 1V 2 MILES UP FROM THE CITY 



True MMX 

All Special Reserve PC’s 
| are MMX or MMX compatible 



The Special Reserve 
Internet-ready 

FOXX.net PC 


BOASTS 


The FOXX.net is very hard to beat. The huge 
HARD DRIVE, REMOTE CONTROL CD ROM DRIVE AND 
3D GRAPHICS SPEED ARE COMPLIMENTED BY A WEALTH 
OF INFORMATION WITHIN MICROSOFT AND DORLING 

Kindersley reference CD’s. The FOXX.net also 

COMPREHENSIVE OFFICE AND DESIGN SOFTWARE, A STUNNING ARRAY OF GAMES 
AND A BUILT-IN HIGH SPEED FAX/MODEM WITH FREE INTERNET TRIAL. 

Recommended as a powerful PC for the whole family. 


FOXX.net PC from £1349.99 inclusive of VAT 

2500 MB Quantum Fireball Tempest quality Mode 4 hard drive 
TWELVE x SPEED Creative Labs IDE CD ROM drive with remote control 
SOUND BLASTER 16 Vibra sound card. Genuine Creative Labs and fully compatible 
MATROX MYSTIQUE 3D MGA PnP wickedly fast 3D Windows and Graphics accelerator. 
Top rated graphics card. 2 MB SGRAM high speed video memory upgradeable to 4 MB 
GIGABYTE INTEL TRITON 3 VX High performance motherboard. MMX compatible and 
fitted with a full 512k of Pipeline Burst Cache 

INTEL PENTIUM CPU with silent fan. All P166 and P200 PC’s are true MMX 
ADI PROVISTA 14” 0.28 dot pitch SVGA colour monitor with tilt & swivel stand and 2 year 
ADI on-site warranty. Optional 15” or 17” models (please see OPTIONS) 

24 MB FAST EDO RAM expandable to 512 MB (6 slots) 

LABTEC LCS600 Stereo speakers 
CREATIVE LABS DESK MICROPHONE 
WINDOWS 95 KEYBOARD, MOUSE AND MOUSE MAT 
ALL SOFTWARE PRE-INSTALLED AND ON CD except demo’s 
WINDOWS 95 RELEASE 2 Microsoft’s latest system software 
ONE YEAR ON-SITE WARRANTY and optional 2nd year 
PHONE BLASTER 28.8 VOICE/FAX/MODEM A quality high-speed 
Creative Labs Fax/Modem built-in to the Sound Blaster 16 Card. With speakerphone, 
answerphone, fax broadcasting, phone book, remote access, voicemail, e-mail and more 
20 HOURS FREE INTERNET CONNECTION via CompuServe and AOL 
01279 600208 INTERNET HELP-DESK to solve connection problems, or to register you 
for unlimited internet access via Global Internet 

SUPERVOICE SOFTWARE Answers your telephone, takes messages, forwards calls, 
alerts your pager, sends and receives faxes. Includes Visual Dialer for instant access to 
features and TextAssist text-to-speech 


New Matrox Mystique 
Latest Motherboard 
Bigger Hard Drive 
Faster Remote CD ROM 
Better Monitor 
Improved Software 
More RAM 

Hurry - software supplies 
can’t last 


Software FOXX Pack 

MICROSOFT WORKS V3 A leading integrated suite of applications including a user- 
friendly Word Publisher (Word Processor with graphics mode), Spreadsheet and Database 
MICROSOFT PUBLISHER + DESIGN PACK. D.T.P, fonts, clip art, designs and templates 
SIX MICROSOFT REFERENCE CD’s plus SCENES. Encarta 96 , Cinemania , Dang er ous 
Creatures . Musical Instruments . Ancient Lands . Bookshelf and Scenes. Encarta is the 
top Encyclopedia and Bookshelf is a huge reference suite which runs in the background 
and contains an Encyclopedia, Dictionary, Thesaurus, Atlas, Almanac and Quotations. 
DORLING KINDERSLEY THE WAY THINGS WORK • MICROSOFT GOLF 
COMMAND AND CONQUER • CHAMPIONSHIP MANAGER 2 

MATROX MPEG VIDEO CD SUITE • CREATIVE LABS SOUND SUITE 


Special Reserve BIG 30 Games Bundle 

• 26 GAMES. Settlers 2, Archimedean Dynasty, Transport Tycoon Deluxe, Railroad Tycoon 
Deluxe, UFO Enemy Unknown, Destruction Derby, Lemmings Paintball, Gods, Magic 
Pockets, Speedball 2, Xenon 2, Cadaver, Lotus 3, Zool 2, Premier Manager 2, Space 
Crusade, Gunship, Jack Nicklaus Golf, Mig 29, Silent Service 2, Team Yankee, 
Championship Manager 93, F19 Stealth Fighter, Ishar, Campaign and Grand Prix Masters 

• QUAKE, DUKE NUKEM 3D, FI GP2, SWIV 3D, NASCAR & TOMB RAIDER playable episodes 

***** WHAT THE PRESS SAY 

What PC magazine Best Buy “ Solid performance, whopping software bundle, 
substantial hard disk and up-to-date technical specification ” 

So You Want To Buy A PC? “A great price for a machine with such 
high specifications, great performance and giant software bundle” 

PC Home magazine “Totally outrageous for a home 

computer... can they really supply all this for £1500?” "is p 

Computer Shopper 100 PC test Best Budget Buy ^ P 


\ —---——- 

Special Reserve PCs are true MMX 

Special Reserve PI 66 and P200 PC’s have INTEL MMX CPU’s. 

All PI 20 and PI 33 models are upgradeable to PI66 MMX or P200 MMX 

BY SIMPLY CHANGING THE CPU. SPECIAL RESERVE OFFERS LOW-COST “URGENT 

Upgrades”, where your old CPU is normally taken in part exchange. 
Intel do not make an MMX CPU at less than 166 MHz. 

Don’t be caught out 

BY THE TERM “MMX 
Technology”. Our 

PI 66 and P200 PC’s 

HAVE GENUINE MMX 
CHIPS. 

==Hl 



'Urgent Upgrades" for Special Reserve PC’s 


For example a ZZAP PI 20 can be upgraded to a ZZAP P200 in your home or at our Shops for L 

£350 SUBJECT TO AVAILABILITY AND PRICE CHANGES. WE CAN UPGRADE THE CPU IN EARLIER SPECIAL P 
Reserve PC’s subject to the version of motherboard installed, and we can add extra RAM or r 
UPGRADE ANY COMPONENT ON THE SAME VISIT. ALL CURRENT MODELS ARE PI 66 MMX OR P200 MMX ■ 
COMPATIBLE. 01279 600208 FOR THIS SERVICE. L 

Please also see Internet Advice and About MMX in the Special Reserve magazine 



INTEL PENTIUM 

EDO 

EX VAT 

INC VAT 

10% 

36 MONTHLY 


TOTALta 


MHz CPU SPEED 

RAM 

PRICE 

PRICE 

DEPOSIT 

PAYMENTS OF 

APR% PAYABLE^ 

ZZAP. 

.PENTIUM PI20 

16 MB 

...893.61 

1049.99 

...104.99 

.33.49 

17.9% 

1310.63 


ZZAP. 

.PENTIUM PI50 

16 MB 

...978.71 

1149.99 

...114.99 

.36.68 

17.9% 

1435.47 


ZZAP.net 

.PENTIUM PI 33 

16 MB 

...978.71 

1149.99 

...114.99 

.36.68 

17.9% 

1435.47 

B 

p 

ZZAP.net 

PENTIUM P166 MMX 

16 MB 

1148.93 

1349.99 

...134.99 

.43.06 

17.9% 

1685.15 

D 

ZZAP.net 

PENTIUM P200 MMX 

16 MB 

1319.14 

1549.99 

...154.99 

.49.44 

17.9% 

1934.83 

IV 

FOXX.net 

.PENTIUM PI33 

24 MB 

1148.93 

1349.99 

...134.99 

.43.06 

17.9% 

1685.15 

N/ 

FOXX.net 

PENTIUM PI 66 MMX 

24 MB 

1319.14 

1549.99 

...154.99 

.49.44 

17.9% 

1934.83 

IV 

FOXX.net 

PENTIUM P200 MMX 

24 MB 

1489.35 

1749.99 

...174.99 

.55.82 

17.9% 

2184.51 

N 


Please add £15 carriage if purchasing by mail order. Sales Lines 01279 600204 open ‘til 8 pm. Options, fitting charges and 
carriage charges specified at the time of ordering can be added into the purchase price for the purpose of finance. All offers are 
subject to availability and prices and specifications may fluctuate. Some software items may vary according to availability. 
Personal loans are subject to status. Payment can be made by credit card, cheque or personal loan at 17.9% APR (3 years) or 
19.1% APR (2 years). Please allow time for cheque or loan clearance. Loans can be arranged on the spot in our club shops. 





































































"The games bundle - always one of the things that makes Special Reserve special" (P( Camer) 

Special Reserve BIG 30 Games Bundle 

included with all Special Reserve PC’s except BIZZ 

Actually consists of 26 full games and 6 playable episodes - not all games are shown 


The one that really stood out from the crowd was the Special Reserve MAXX" 
"I don't believe it! - a mere £1700 - the BIZZ is damn good value for money" 


I Reserve is open to 8 pm or 5 pm on Sundays 

01279 600204 


Or Fax your order through on 01279 726842 and we’ll fax back to confirm 
Ask about our incredible range of free gifts available when you 

MAKE YOUR FIRST PURCHASE AT THE SAME TIME AS JOINING FOR A YEAR 
(£7.50), WITH NO OBLIGATION TO MAKE FURTHER PURCHASES. 

£23,000 Fantasy Formula 1 at http://special.reserve.co.uk ^ w w _ 

Cheques and postal orders made payable to ® 

Special Reserve, PO BOX 847, Harlow, Essex, CM21 9PH 

We only supply members but you can buy at the same time as joining. Membership costs as little as £1, with 

NO OBLIGATION TO BUY ANYTHING. PERSONAL LOANS ARE SUBJECT TO STATUS. 

Place your order by telephone or visit one of our huge club shops in 
Chelmsford, Essex Sawbridgeworth, Herts Bristol Avon 

43 Broomfield Rd The Maltings, Station Rd 351 Gloucester Rd (A38) 

NEAR THE BUS STATION NEAR THE TRAIN STATION 1 ’/ 2 MILES FROM THE CITY CENTRE 


True MMX 

All Special Reserve MAXX 
and BIZZ PC’s have MMX chips 


The Special Reserve 


and 


MAXX pcs 

and Internet-ready 
MAXX.net PC 


Latest Motherboard 
Bigger Hard Drive 
Faster CD ROM 
Better Monitor 
Improved Software 


MAXX, AS THE NAME SUGGESTS, IS A FLAGSHIP AMONG 

computers. Massive hahTd drive, fastest graphics, best sound, latest software, top 
games: it all adds up to a technological dream machine. To cater for business or 
second-time buyers we also offer a BIZZ VERSION WITH software and modem deleted 

BIZZ and MAXX PCs from £1549.99 in< vat 

• 4300 MB Quantum Cyclone quality Mode 4 hard drive 

. SIXTEEN x SPEED Super high speed IDE CD ROM drive 

• SOUND BLASTER 32 PnP 32-bit Wave Table sound card with 10 channel stereo 
mixer, 128 instruments, 6 drum kits and much more 

• MATROX MYSTIQUE 3D MGA PnP wickedly fast 3D Windows and Graphics 
accelerator. Top rated graphics card. Massive 4 MB SGRAM high speed video 
memory to cope with the highest resolutions 

• GIGABYTE INTEL TRITON 3 VX High performance motherboard. MMX compatible 
and fitted with a full 512k of Pipeline Burst Cache 

• INTEL PENTIUM MMX CPU with silent fan. All BIZZ and MAXX PC s are true MMX 

• ADI PROVISTA 14” 0.28 dot pitch SVGA colour monitor with tilt & swivel stand and 2 
year ADI on-site warranty. Optional 15” or 17” models (please see OPTIONS) 

• 32 MB FAST EDO RAM expandable to 512 MB (6 slots) 

• LABTEC LCS1024 20 Watt (320W peak) stereo speakers. Free standing or monitor 
mounted with bracket included. Selected for best sound quality 

• CREATIVE LABS DESK MICROPHONE, WINDOWS 95 KEYBOARD, MOUSE AND MAT 

• ALL SOFTWARE PRE-INSTALLED AND ON CD except demo s 

• WINDOWS 95 RELEASE 2 Microsoft’s latest system software 
t CREATIVE LABS SOUND SOFTWARE SUITE 

• MATROX MPEG VIDEO CD SUITE 

• ONE YEAR ON-SITE WARRANTY and optional 2nd Year 

Software MAXX Pack 

Not included in BIZZ PC 

• MICROSOFT WORKS V4 FOR WINDOWS 95 A leading integrated suite of 
applications including a user-friendly Word Publisher, Spreadsheet and Database 

• SEVEN MICROSOFT CD’s. Encarta 96 best-selling Encyclopedia, Autoroute Express 
(A.K.A. Automap), Microsoft Wine Guide to 6000 wines, Explorapedia spectacular 
Encyclopedia for kids, Creative Writer and Fine Artist brilliant programs for young 
writers or budding designers, and Microsoft Golf Multimedia 

• COMMAND AND CONQUER • STAR TREK TNG - A FINAL UNITY 

• SENSIBLE WORLD OF SOCCER • VIDEO AND SOUND SUITES 

Special Reserve BIG 30 Games Bundle 

Not included in BIZZ PC 

• 26 GAMES. Settlers 2, Archimedean Dynasty, Transport Tycoon Deluxe, Railroad 
Tycoon Deluxe, UFO Enemy Unknown, Destruction Derby, Lemmings Paintball, 

Gods, Magic Pockets, Speedball 2, Xenon 2, Cadaver, Lotus 3, Zool 2, Premier 
Manager 2, Space Crusade, Gunship, Jack Nicklaus Golf, Mig 29, Silent Service 2, 
Team Yankee, Championship Manager '93, FI 9 Stealth Fighter, Ishar, Campaign and 
Grand Prix Masters 

• QUAKE, DUKE NUKEM 3D, FI GP2, SWIV 3D, NASCAR & TOMB RAIDER playable episodes 

Additional MAXX.net PC features 

• U.S. ROBOTICS 33.6 SPORTSTER VOICE/FAX/MODEM upgradeable to faster speeds 
when available. With speakerphone, answerphone, fax broadcasting, phone book, 
remote access, voicemail, e-mail and much more. 5 year U.S. Robotics warranty 

• 20 HOURS FREE INTERNET CONNECTION via CompuServe and AOL 

• 01279 600208 INTERNET HELP-DESK to solve connection problems, or to register 
you for unlimited internet access via Global Internet 

• SUPERVOICE SOFTWARE Answers your telephone, takes messages, forwards calls, 
alerts your pager, sends and receives faxes. Includes Visual Dialer for instant 
access to features and TextAssist text-to-speech 

Please also see Internet Advice and About MMX in the Special Reserve magazine. 

***** WHAT THE PRESS SAY 

PC Home 95% top rating ever “The Special Reserve PC is an outstanding package. It worked 
perfectly from its first power up and was nicely set up with all the software installed and ready to 
run.... Two similar specification PC’s can actually be as different as chalk and cheese. The one 
that really stood out from the crowd was the Special Reserve PC, it really is a stunning package.” 
PC Plus - second report of long term test (march '97) “Four months on and still smiling... Taking 
into account the superb software bundle I’d be happy if I’d paid for it. But if I was thinking of 
buying a new PC right now I’d hold off to see how the prices of MMX machines look” 


R j Computer Life “I don’t believe it! A mere £1700 (+VAT). The Bizz is damn good value for 
x money... the hard drive is an ultra-fast Quantum... you won’t find significantly better quality 
components anywhere... a stonking spec for the price” 


AL 

LE 

63 

47 

47 

15 

83 

15 

83 

51 


PC Advisor “Sizzling PC if you are looking to upgrade or want the best PC for the office- 
designed to deliver maximum power and performance... games and multimedia users should 
take a look because this machine has a lot to offer” 


INTEL PENTIUM EDO EX VAT INC VAT 10% 36 MONTHLY TOTAL 

MHz CPU SPEED RAM PRICE PRICE DEPOSIT PAYMENTS OF APR% PAYABLE 


BIZZ .PI66 MMX 32 MB 1319.14 ...1549.99 ...154.99 .49.44 17.9% ...1934.83 

BIZZ .P200MMX 32 MB 1489.35 ...1749.99 ...174.99 .55.82 17.9% ...2184.51 

MAXX.P166MMX 32MB 1446.80 ...1699.99 ...169.99 .54.22 17.9% ...2121.91 

MAXX.P200MMX 32MB 1617.01 ...1899.99 ...189.99 .60.60 17.9% ...2371.59 

MAXX.net P166MMX 32 MB 1531.91 ...1799.99 ...179.99 .57.41 17.9% ...2246.75 

MAXX.net P200 MMX 32 MB 1702.12 ...1999.99 ...199.99 .63.79 17.9% ...2496.43 


d Please add £15 carriage if purchasing by mail order. Sales Lines 01279 600204 open ‘til 8 pm. Options, fitting charges and 
are carriage charges specified at the time of ordering can be added into the purchase price for the purpose of finance. All offers are 
subject to availability and prices and specifications may fluctuate. Some software items may vary according to availability, 
or Personal loans are subject to status. Payment can be made by credit card, cheque or personal loan at 17.9% APR (3 years) or 

s. 19.1% APR (2 years). Please allow time for cheque or loan clearance. Loans can be arranged on the spot in our club shops. 


OPTIONS for Special Reserve PCs 

SECOND YEAR ON-SITE WARRANTY.60.00 

ADi 15” MICROSCAN 4V MONITOR instead of Adi 14” monitor. 3 year Adi warranty .75.00 

ADi 17” MICROSCAN 5V MONITOR instead of Adi 14” monitor. 3 year Adi warranty .250.00 

ADi 21 ” MICROSCAN 6G MONITOR instead of Adi 14” monitor. 3 year Adi warranty .800.00 

MATROX MYSTIQUE 4 MB SGRAM GRAPHICS CARD fitted to ZZAP or FOXX instead of 2 MB card ...50.00 

EXTRA APOCALYPSE 3D GRAPHIC ACCELERATOR With Power VR chip and 4MB SDRAM (fitted) ...179.99 

CREATIVE LABS SOUND BLASTER AWE 64 fitted to MAXX or BIZZ instead of SB 32 card .70.00 

ANTI-SURGE 4 WAY TRAILING MULTIPLUG 4 plug extension lead with surge protection .24.99 

2 GB IOMEGA DITTO DRIVE High capacity backup drive, includes one 2 GB tape cartridge .129.99 

POWER PAD PRO JOYPAD (big range of alternative controllers in our catalogue) .19.99 

LABTEC LCS1024 STEREO SPEAKERS as supplied with MAXX. Free standing or monitor mounted ...49.99 

CANON BJC 4100 PRINTER superb colour bubblejet complete with Pressworks 2 .199.99 

HEWLETT PACKARD DESKJET 690c PRINTER high resolution colour inkjet printer .249.99 

MUSTEK PARAGON 600SP EPP SCANNER Single pass 4,800 DPI colour flatbed scanner .199.99 

EXTRA 8 MB EDO RAM 72 pin SIMM 70 Ns access time (fitted) .47.99 

EXTRA 16 MB EDO RAM 72 pin SIMM 70 Ns access time (fitted) .79.99 

NETWORK CARD OR HEAD TO HEAD KIT FOR TWO PC’S .PLEASE ASK 


All prices include VAT and fitting where applicable. If you require an item that is not listed please call 01279 600204. 


Inevitably some products listed may not yet be available. Please phone to check availablity. Prices may change without prior notification. Sent to press 13.04.97 Errors & Ommisions Excluded. Inter-Mediates Ltd, The Maltings, Sawbridgeworth, Herts. 
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BOOKS 

CAESAR 2 OFFICIAL STRATEGY GUIDE .14.99 

CIVILIZATION 2 STRATEGY GUIDE .15.99 

COMMAND & CONQUER OFFICIAL GUIDE .17.99 

COMPLETE IDIOTS GUIDE TO NETSCAPE .14.99 

COMPLETE IDIOTS GUIDE TO THE INTERNET .19.99 

COMPLETE IDIOTS GUIDE TO WINDOWS 95 .18.49 

DISCWORLD 2 OFFICIAL STRATEGY GUIDE .15.99 

DOOM 2 OFFICIAL STRATEGY GUIDE .14.99 

DUKE NUKEM 3D STRATEGIES .18.5 

DUNGEON KEEPER CLUE BOOK .11.99 

DUNGEON MASTER HINT BOOK .3.99 

INDY JONES AND FATE OF ATLANTIS HINT GUIDE .. .3.99 

INTRODUCING WINDOWS 95 .12.99 

MECHWARRIOR 2 OFFICIAL STRATEGY GUIDE .14.99 

MICROSOFT OFFICE 95 FOR DUMMIES BOOK .18.99 

MORE C++ FOR DUMMIES • .26.99 

MORE VISUAL BASIC V4 FOR DUMMIES • .26.99 

MS WINDOWS 95 STEP BY STEP .26.99 

MULTIMEDIA AND CD ROM’S FOR DUMMIES .9.99 

QUAKE! AUTHORISED STRATEGY GUIDE .17.99 

SECRET OF MONKEY ISLAND 2 HINT BOOK.6.99 

SECRETS OF SIMCITY 2000 .11.99 

SOLUTIONS TO THE HOTTEST PC GAMES .15.99 

SPECIAL RESERVE BOOK OF 1001 CHEATS .1.99 

STAR TREK NEXT GENERATION FINAL UNITY .17.99 

SYNDICATE WARS CLUE BOOK .10.99 

TEACH YOURSELF VISUAL C++ • .24.99 

UFO (XCOM) STRATEGIES AND SECRETS .13.49 

WINDOWS 95 FOR DUMMIES .18.99 

WING COMMANDER 3 ULTIMATE STRATEGY GUIDE 18.49 
WING COMMANDER 4 UNAUTHORISED SECRETS ... 16.99 

PC LEADS 

ALFA TWIN 2 PLAYER JOYSTICK ADAPTOR .19.99 

ANTI-STATIC WRIST KIT .32.99 

ANTI-SURGE 4 WAY TRAILING MULTIPLUG .24.99 

DRIVE UNIT POWER SPLITTER FOR PC 

1 X 5.25” MALE TO 2 X 5.25” FEMALE .9.99 

HI-FI AUDIO LEAD - PC SOUND CARD TO HI-FI 

5 METRES, JACK TO 2 X PHONO CONNECTORS .9.99 

JOYSTICK EXTENDER CABLE FOR PC (2 M, 15 PIN) ...9.99 

JOYSTICK SPLITTER FOR PC (15 PIN) .10.99 

KEYBOARD EXTENDER CABLE FOR PC 

2 METRES, USES STANDARD 5 PIN DIN .9.99 

MONITOR EXTENDER CABLE (2 METRES) .10.99 

SOUND BLASTER MIDI CABLE .19.99 

GAME CONTROLLERS 

DESTINY STEERING WHEEL 
& FOOT PEDALS 69.99 

TRUE ANALOGUE 
PROGRESSIONAL STEERING, 
ACCELERATOR AND BRAKE 


PC MASTER PAD ... 14.99 

DIGITAL, LED FUNCTION CONTROL 
PANEL, 8 FIRE BUTTONS, SIX 
INDIVIDUAL AUTO FIRE MODES, SEMI 
OR HANDS-FREE AUTO FIRE 


POWER PAD PRO JOYPAD 19.9! 

ANALOGUE JOYSTICK AND DIGITAL 
JOYPAD. ERGONOMIC DESIGN, 

9 FIRE BUTTONS, AUTOFIRE, 
TURBOFIRE, THROTTLE CONTROL 
AND AUTO CENTRING 


QUICKSHOT 201 SUPER 
WARRIOR 5 JOYSTICK 15.99 

ANALOGUE AND AUTOFIRE 


SAITEK MEGAPAD 12 
JOYPAD ... 15.49 

DIGITAL, AUTOFIRE, 
TURBOFIRE, 6 FIRE 


BUTTONS AND THUMB CONTROL 


MICE 


ALFA OPTICAL MOUSE 21.99 

350-3500 VARIABLE DPI, NO MOVING 
PARTS. AN EXTREMELY SMOOTH AND 
RELIABLE MOUSE 


DEXXA MOUSE 

HIGH QUALITY, VARIABLE RESOLUTION, 

3 BUTTON SERIAL MOUSE (LOGITECH 
MECHANISM) WITH LONG CORD. 
INCLUDES DRIVER SOFTWARE 
MICROSOFT HOME MOUSE 21.99 
HIGH QUALITY 2 BUTTON MICRO 
SWITCHED SERIAL MOUSE (9 PIN). 

DESIGNED TO FIT BOTH LARGE AND 
SMALL HANDS 

SUPERMOUSE 

ERGONOMIC MOUSE 14.99 

HIGH QUALITY DELUXE OPTICAL MOUSE 
WITH GLOSS FINISH. 2 BUTTON 
MICROSWITCHED SERIAL MOUSE. 

SUPER HIGH 1040 DPI HARDWARE 
RESOLUTION 

PRINTERS 

CANON BJC 4100 WITH 
PRESSWORKS 2 .199.99 

CANON BJC 240 COLOUR 
BUBBLEJET PRINTER .179.99 

CANON BJC 4200 COLOUR 
BUBBLEJET PRINTER .224.99 

CANON BJC 620 COLOUR 
BUBBLEJET PRINTER .299.99 

CITIZEN ABC COLOUR DOT MATRIX PRINTER .129.99 

CITIZEN PROJET II COLOUR INKJET PRINTER .129.99 

EPSON STYLUS 400 WITH PRINT ARTIST 3 .224.99 

EPSON STYLUS 600 WITH PRINT ARTIST 3 .279.99 

HEWLETT PACKARD DESKJET 690C 

COLOUR INKJET PRINTER .249.99 

IRON-ON TRANSFER KIT FOR INKJET 

AND BUBBLEJET PRINTERS .16.99 

TRANSFER YOUR COLOURFUL DESIGNS TO FABRIC 


C&C RED ALERT 

27.99 


DIABLO 

25.99 


BROKEN SWORD 

19.99 


FLYING CORPS 

23.99 


TOMB RAIDER 

24.99 


arch?m E edean dynasty ^minatorskynet 

19.99 14.99 


FI GRAND PRi: 

27.99 


TOONSTRUCK 

19.99 


DUKE NUKEM 3D 

17.99 


SCOURGE OF ARMAGON THEME HOSPITAL 

17.99 27.99 


PRIVATEER 2 

31.99 


STAR TREK GENERATIONS SPECTRUM CD 96 

28.99 15.99 


AMIGA EMULA1 

15.99 


PC CD ROM GAMES 

MIN SYSTEM 486DX, SVGA & 8 MB 
MB = Min RAM See next page for RAM upgrades 
• = NEW xx%= Highest review score 
WIN95 = Windows 95 required 
MMX = Features enhancements for MMX PC’s 
(18) = Rated 18, state over 18 when you order 

11TH HOUR (18) 73%.11.99 

3D LEMMINGS .10.99 

7TH GUEST (15) .8.99 

A-10 CUBA 90%.24.99 

A-TRAIN + CONSTRUCTION SET .8.49 

ACE VENTURA .20.99 

ACTUA SOCCER 92% 15.99 

AD&D BLOOD & MAGIC .26.99 

AGE OF SAIL 83% .23.99 

AIR WARRIOR 2 27.99 

ALBION.17.99 

AMERICAN CIVIL WAR .21.49 

ANIMAL PLANET • .22.99 

ARCHIMEDEAN DYNASTY 94% 

AND SETTLERS 2 92% TWIN PACK .19.99 

ARMAGEDDON • 29.99 

ARMOURED FIST 2.0 .28.49 

ASCENDANCY 93% .17.99 

BALLS OF STEEL • 28.99 

BANZAI BUG WIN95 •.22.99 

BATTLECRUISER 3000AD .22.99 

BATTLEGROUND ARDENNES 84% .23.99 

BATTLEGROUND WATERLOO 82% 20.99 

BATTLESHIPS .29.99 

BEAVIS & BUTTHEAD 

- CALLING ALL DORKS WIN95 .8.99 

- LITTLE THINGIES WIN95 .8.99 

BENEATH THE STEEL SKY .7.99 

BIG RED RACING 87%.8.99 

BITMAP BROS COLLECTION 

GODS, MAGIC POCKETS, SPEEDBALL 2, 

XENON 2, CADAVER .12.99 

BROKEN SWORD 90% .19.99 

CAESAR 2.23.49 

CARMAGEDDON • .27.99 

CHAMPIONSHIP MANAGER 2 96/97 

AND CM2 95/96 FREE 92% .16.49 

CHAMPIONSHIP MANAGER 2 95/96 92% ...12.99 
CHAMPIONSHIP MANAGER 2 COMPILATION - 
FRENCH, GERMAN & ITALIAN LEAGUES 

(THESE ARE NOT DATA DISKS) .9.99 

CHAMPIONSHIP MANAGER 2 DATA DISK 96/97 

92% (REQUIRES ORIGINAL CM2) .9.99 

CHRONICLES OF THE SWORD .8.99 

CITY OF THE LOST CHILDREN 84% 32.99 

CIVILISATION 85% .7.99 

CIVILIZATION 2 96% .27.99 

CIVILISATION 2 SCENARIOS: 

CONFLICTS IN CIVILISATION .10.99 

CLANDESTINY WIN95 .19.99 

COLONIZATION 93% 9.99 

COMBAT AIR PATROL .5.99 

COMBAT CLASSICS 3 

HISTORYLINE, CAMPAIGN, GUNSHIP 2000 9.99 

COMMANCHE 3.0 WIN95 90% 28.49 

COMMAND & CONQUER 95%.23.99 

COMMAND & CONQUER WIN95 .25.99 

COMMAND & CONQUER: RED ALERT 95% 27.99 
C&C + RED ALERT DATA DISKS 
COMMAND & CONQUER DATA CD 

- COVERT OPERATIONS 84%.10.99 

CODE RED ATTACK - RED ALERT DATA CD 9.99 
COUNTERSTRIKE - RED ALERT DATA CD 12.99 
COMMAND: ACES OF THE DEEP WIN95 28.99 

CONNECTIONS • .22.99 

CONQUEST EARTH .28.99 

CREATURES 94% .22.99 

CRUSADER NO REGRET 85% 24.99 

DARK FORCES 95% .11.99 

DARK FORCES 2 - JEDI KNIGHT WIN95 ...31.99 

DAY OF THE TENTACLE 87% .8.99 

DEATH RALLY . 17.49 

DESCENT 94% .10.99 

DESTINY 83% 26.99 

DESTRUCTION DERBY 90% .10.49 

DESTRUCTION DERBY 2 WIN95 86% .32.99 

DIABLO WIN95 PENT 93% .25.99 

DIE HARD TRILOGY WIN95 93% .28.99 

DISCWORLD 2 85% 32.99 

DUKE NUKEM 3D (18) 93%.17.99 


DUKE NUKEM DATA DISKS 

DUKE EXTREME •.12.99 

DUKE IT OUT IN D.C • 12.99 

PLUTONIUM PACK .16.99 

DUKE ZONE* .14.99 


DUNE 2 - BATTLE FOR ARRAKIS 84% .9.99 

DUNGEON KEEPER .30.99 

DUNGEON MASTER 2 83% .10.99 

EARTH SIEGE 2: SKYFORCE WIN95 90% 12.99 
ELDER SCROLLS: DAGGERFALL 89% ...26.99 


ESSENTIAL COMPILATION VOL 1 

FIFA SOCCER, PGA 486, FI GRAND PRIX 13.95 


EURO 96 70% 12.99 

EVOLUTION (EF2000 & TACTCOM) .29.99 

F-22 LIGHTNING 2 90% .24.99 

FI MANAGER 89%.23.99 

FADE TO BLACK 94% .9.99 

FALLEN HAVEN.27.99 

FATAL RACING 90% .16.49 

FIFA SOCCER 96 84% .11.99 

FIFA SOCCER 97 86% 28.49 

FIFA SOCCER MANAGER .29.99 

FINAL DOOM.17.99 

FLASHBACK .9.99 

FLIGHT SIMULATOR FLIGHT SCHOOL WIN95 
REQUIRES ORIGINAL FLIGHT SIM 5 OR 6 • ...20.99 

FLYING CORPS 16MB 92%.23.99 

FLYING NIGHTMARES 2 * .29.99 

FI GRAND PRIX .7.99 

FI GRAND PRIX 2 95% .27.99 

FI GRAND PRIX MANAGER 85% .9.99 

FI GRAND PRIX MANAGER 2 80% .29.99 

FORMULA KARTS * 28.99 

FRAGILE ALLIGIANCE 91% 22.99 

FULL THROTTLE 92% .11.99 

G-NOME .25.99 

GABRIEL KNIGHT 2 14.99 

GABRIEL KNIGHT 90% 8.99 

GREG NORMAN ULTIMATE 

CHALLENGE GOLF * .15.99 


GREMLIN COMPILATION VOL 2 

ZOOL 2, LOTUS 3, PREMIER MANAGER 2, 
SPACE CRUSADE .7.99 


GREMLIN TWIN PACK 

ACTUA SOCCER, PREMIER MANAGER 3 ...9.9S 


GRID RUN* .27.99 

HARPOON 97 26.99 

HARVEST OF SOULS * .27.99 

HEROES OF MIGHT AND MAGIC TRILOGY 22.99 

HYPERBLADE WIN95 87% .12.49 

INDY CAR RACING 2 87% .15.49 

JETFIGHTER 3 81% .26.99 

JOHN MADDEN NFL 97 81% .28.49 

KICK OFF 97 .29.99 

KINGS QUEST 7 90% .8.99 


KINGS QUEST COLLECTION 

KING’S QUEST 1 TO 6 . 


16.49 


KRUSH KILL ‘N’ DESTROY 91% .20.99 

LEGACY OF KAIN * .29.99 


LEISURE SUIT LARRY COLLECTION 

VERSIONS 1 TO 5 .18.99 


LEISURE SUIT LARRY 6 .9.99 

LINKS 386 PRO .12.99 

LINKS L/S 94% .30.99 

LINKS COURSES DATA DISK 

VOL 1 - TROON NORTH & BANFF SPRINGS 9.99 

VOL 2 - DEVIL’S ISLAND & PRAIRIE DUNES 9.99 

VOL 3 - FIRESTONE & CASTLE PINES .9.99 

LORDS OF THE REALM 2 81% 28.49 

M.A.X. (MAX) 85% .26.99 

MAGIC THE GATHERING WIN95 91% .26.49 

MANX TT * 34.99 

MASTER OF ORION 2 92% .25.99 

MDK 92% .31.99 

MECHWARRIOR 2- MERCENARIES 90% ...21.99 

MICRO MACHINES 2 SE 92% 9.99 

MONOPOLY .28.99 

MORTAL KOMBAT 3 90% .12.99 

MS FLIGHT SIMULATOR 6 WIN95 .39.99 

MUPPET TREASURE ISLAND 80% .22.99 

NASCAR 2 92% .27.99 

NBA LIVE 97 92% .31.49 

NEED FOR SPEED 2 WIN95 .31.99 

PANDORA DIRECTIVE 92% 23.99 

PGA EUROPEAN TOUR GOLF 96 94% ...12.99 

PHANTASMAGORIA 2 WIN95 (18) 28.99 

PINBALL CONSTRUCTION KIT .24.99 


INK CARTRIDGES 


MANUFACTURERS CODES IN BRACKETS 
BLACK INK CARTRIDGES 

CANON BJC 240, 210, 200EX, 200 (BC02 BK) 22.49 
CANON BJC 4200, 4100, 4000 (BCI21 BK) ...11.99 
CANON BJC 620, 610. 600. HIGH CAPACITY 

(BJI201 BK HI CAP) .12.49 

CITIZEN PRINTIVA 600C (3000055) .10.99 

EPSON STYLUS COLOUR (S020034) ... 16.99 

EPSON STYLUS 600/500/400 (S020093) • 19.99 

EPSON STYLUS 800 (S020108) * .22.99 

HP DESKJET 500, 400C (51626A) .24.99 

HP DESKJET 690C, 660, 600 (51629A) ...24.99 

HP DESKJET 340 (51633A) .19.99 

HP DESKJET 850 (51645A) .24.99 


BLACK INK CARTRIDGES - PACK OF 3 

- CANON BJC 240, 210, 200EX. 200 (BC02 BK) 

- CANON BJC 70 (BC11 BK) . 

- CANON BJ 30 (BCI10BK). 

- CANON BJC 4200, 4100, 4000 (BCI21 BK) .. 

- HP DESKJET 690C, 660, 600 (51629A) .. 


59.99 
.14.99 
.15.99 

28.99 
,67.99 


BLACK INK CARTRIDGES - PACK OF 2 

- CITIZEN PROJET IIC (3000041) .10.99 


PRINT HEAD & CARTRIDGE BLACK 

- CANON BJ 30, BJC 70 (BC10) . 

- CANON BJC 4200, 4100, 4000 (BC20) .. 

COLOUR INK CARTRIDGES 

-CANON BJC 240, 210 (BC05 C) . 

- CANON BJC 4200, 4100, 4000 (BCI21 C) 

- CANON BJC 620, 610 (BJI C/M/Y) . 

- CITIZEN PROJET IIC (3000045) . 

- EPSON STYLUS 800/600/400 (S020089) • 

- EPSON STYLUS 500 (S020097) . 

- EPSON STYLUS COLOUR (S022036) 


29.99 

29.99 


.24.99 

18.49 

.26.99 

.29.99 

22.99 

.29.49 

.27.49 


PIRATES GOLD .8.99 

POD 16MB/PENT 90% * .29.99 

POLICE QUEST - S.W.A.T. 83% .12.99 

POWER FI .25.99 

POWER, LIES & CORRUPTION 
UFO, F14 FLEET DEFENDER, DUNE 2, 

BENEATH THE STEEL SKY .15.49 

POWERPACK COLLECTION 
MAGIC CARPET 2, FIFA 96, NETWORK 

Q RALLY & QUICKSHOT JOYPAD .27.99 

PREMIER MANAGER 3 + EDITOR .10.99 

PREMIER MANAGER 97 .27.99 

PRIVATEER 2: THE DARKENING 

90%16MB/PENT .31.99 

PRO PINBALL-TIMESHOCK* .22.99 

PYST * 9.99 

QUAKE PENT 95%.26.99 

QUAKE DATA DISKS 

Q ZONE QUAKE DATA DISK * .14.99 

QUAKE DATA DISK - AFTERSHOCK 95% 16.99 

SCOURGE OF AMARGON 90% .17.99 

DISSOLUTION OF ETERNITY .18.99 

RAC RALLY CHAMPIONSHIP 94% .24.99 

RAILROAD TYCOON DELUXE .9.99 

REALMS OF THE HAUNTING 91% .16.99 

REBEL ASSAULT 2 90% 23.99 

RISE OF THE TRIAD 82%.7.99 

RISK 82% .29.99 

ROBERTA WILLIAMS ANTHOLOGY 
KINGS QUEST 1-7, MYSTERY HOUSE, WIZARD 
& THE PRINCESS, MISSION: ASTEROID. TIME 
ZONE, COLONEL’S BEQUEST, DAGGER OF 
AMON RA, MIXED UP MOTHER GOOSE & 

PHANTASMAGORIA .25.99 

SAM & MAX HIT THE ROAD 93% .9.99 

SAN FRANCISCO POLICE DEPARTMENT • 16.99 

SCORCHED PLANET 82% 9.99 

SCREAMER 90% .8.99 

SCREAMER 2 93%.20.99 

SECRET OF MONKEY ISLAND 1 & 2 .10.99 

SECRET OF MONKEY ISLAND 3 16MB * . .29.99 

SEGA RALLY WIN95 PENT/16MB 84%.26.99 

SENSIBLE WORLD OF SOCCER 96/97 80% 19.99 
SENSIBLE WORLD OF SOCCER 

6/97 DATA DISK .8.99 

SENTIENT* .33.99 

SETTLERS 2 92% 

AND ARCHIMEDEAN DYNASTY 94% .19.99 

SETTLERS 2 DATA DISK - THE MISSIONS 12.99 

SIM CITY 2000 95% 26.99 

SIM COPTER WIN95 PENT/16MB 86%.24.99 

SIMON THE SORCERER 2 84% .15.49 

SONIC CD WIN95 PENT .21.99 

SPACE LEGENDS 

WING COMMANDER, MEGATRAVELLER, 

ELITE PLUS .6.99 

SPACE QUEST 6 10.99 

SPORTS MASTERS 

PGA GOLF, INDY 500, ADVANTAGE TENNIS, 

EUROPEAN CHAMPIONSHIPS 1992 .6.99 

STAR COMMAND * 29.99 

STAR TREK 

- 25TH ANNIVERSARY .10.99 

- BORG WIN95 .16.99 

- DEEP SPACE NINE .16.99 

- GENERATIONS WIN95 16MB/PENT .28.99 

- KLINGON .16.99 

-TNG 94% 17.49 

STARGUNNER * 28.99 

STEEL LEGIONS * .29.99 

STEVEN SPIELBERG’S 

DIRECTOR’S CHAIR .24.99 

STRIKER 95 70%.2.99 

SUPER EF2000 .32.99 

SWIV 3D 84% 18.99 

SYNDICATE + DATA DISK 92%.9.99 

SYNDICATE WARS 92%.27.49 

TACTCOM - EF2000 DATA DISK .13.99 

TEKWAR .9.99 

TERMINAL VELOCITY 80% .9.99 

TERMINATOR - FUTURE SHOCK 92%.17.99 

TERMINATOR - SKYNET 81% .14.99 

TERRACIDE WIN95 * .29.99 

TFX 80%.9.99 

THE DIG 87% 23.99 

THEME HOSPITAL 91% .27.99 

- HP DESKJET 500C, 400C (51625A) 26.49 

- HP DESKJET 850 (51641A) .26.49 

- HP DESKJET 690C, 660, 600 (51649A) ...26.49 

COLOUR INK CARTRIDGES - PACK OF 3 

- CANON BJC 240, 210 (BC05 C) .69.99 

- CANON BJC 4200, 4100, 4000 (BCI21 C) 48.99 

- HP DESKJET 690C, 660, 600 (51649A) ...72.99 

PRINT HEAD & CARTRIDGE COLOUR 

- CANON BJC 70 (BC11) 36.99 

- CANON BJC 4200, 4100, 4000 (BC21) .. .42.99 

PHOTOREAL COLOUR CARTRIDGE 

- CANON BJC 240 (BC06) .26.99 

- CANON BJC 4200 (BC22) 32.99 

BLACK INK RIBBONS 

- CITIZEN 120D, 90, 9 (16006801) .7.99 

- CITIZEN ABC, 240, 224, 200, 24 (16030704) 8.99 


THEME PARK 95% 


TIE FIGHTER COLLECTION 

TIE FIGHTER + DATA DISKS 92% 


TIE FIGHTER VS X-WING WIN95 . . . . 

TIGER SHARK WIN95 * . 

TILT 80% . 

TOMB RAIDER PENT/8MB/SV 95% . 

TOONSTRUCK 93% . 

TOP GUN - FIRE AT WILL 92% 


TOTAL INSANITY 

STAR TREK - THE NEXT GENERATION, PG 
EUROPEAN TOUR GOLF, NETWORK Q RAL 
CHAMPIONSHIP 88%. 


TRANSPORT TYCOON + EDITOR 90% . 

TRASH IT* . 

TWIN PACKS 

- F29 RETALIATOR & HEROES OF THE 357TH . 

- STORVICK & CAR AND DRIVER . 

- 688 ATTACK SUB & CHUCK YEAGERS 

- INDIANAPOLIS 500 & WING COMMANDER 

- RYDER CUP & ARCHER MCLEAN’S POOL 

UFO - ENEMY UNKNOWN 91%. 

ULTIMATE DOOM . 

ULTIMATE SOCCER MANAGER 2 82% 

UNDER A KILLING MOON 92% . 

US NAVY FIGHTERS 97 . 

VIRTUA COP WIN95 PENT/8MB . 

VIRTUA FIGHTER WIN95 PENT/8MB 90% 

VIRTUAL KARTS . 

WALLACE AND GROMIT FUN PACK . 

WARCRAFT 85% . 

WARCRAFT 2 DELUXE 82% . 

WARCRAFT 2 DATA DISK - W ZONE 2 • 


WHITE LINES COLLECTION 

SUPER KARTS, FI GRAND PRIX AND 
INDY CAR + TRACKS . 


WING COMMANDER 3 (15) 95% . 

WING COMMANDER 4 85% . 

WIPEOUT 2097 . 

WITCHAVEN 2 88% . 

WORMS + REINFORCEMENT DATA DISK 
WORMS 84%. 

X-COM - APOCALYPSE . 

X-COM - TERROR FROM THE DEEP 85% . 


X-COM COMPILATION 

TERROR FROM THE DEEP AND UFO ENEK 
UNKNOWN PLUS TWO HINT BOOKS . 


X-MEN • 


X-WING COLLECTION 

X-WING, B-WING, IMPERIAL PURSUIT 

XS 86% . 

Z 92% . 


CD ROM NON-GAM 


AMIGA EMULATOR . 

CALANDER & SCREENSAVER 

PAMELA ANDERSON . 

CATZ . 

DOGZ . 

EMULATORS UNLIMITED . 

GEOFF HAMILTONS GARDEN DESIGNER 

KLIK AND PLAY ENHANCED . 

MICRO ENGLISH CD WIN95 . 

MICRO FRENCH CD WIN95 . 

MICRO MATHS CD . 

MINI OFFICE TYPING TUTOR . 

MS AUTOROUTE EXPRESS V5 . 

MS ENCARTA 97 . 

MS ENCARTA WORLD ATLAS 97 WIN95 

MS PLUS WIN95 . 

MS WINDOWS 95 V2 UPGRADE . 

POWER TO PLAY . 

PRINT ARTIST V4 . 

PROFESSIONAL CV WRITER . 

SPECTRUM CD 96. 

THE SIMPSONS SCREENSAVER . 


WE HAVE SEVEN PAGES CRAMMED WIT 
CD ROM AND MULTIMEDIA IN OUR FU 
COLOUR MAGAZINE. 

CALL 01279 600204 FOR ALL YOUR NEE 


COLOUR INK RIBBONS 

- CITIZEN ABC, 240, 224, 

200, 90, 24, 9 (3000030) . 

- EPSON LQ 150 (SOI 5061) . 

INK RIBBONS - PACK OF THREE 

- CITIZEN BLACK ABC, 240, 224, 200, 24 

(16030704) . 

- CITIZEN COLOUR ABC, 240, 224, 200, 90. 

(3000030) . 

BIDIRECTIONAL PRINTER LEAD 

(PARALLEL) 1.8 METRES . 

PRINTER LEAD (PARALLEL) 1.8 METRES 
PRINTER LEAD (PARALLEL) 5 METRES ... 





















































































































































































































































































































































Special Reserve's incredible FREE membership gifts 

Buy any item from our entire catalogue at the same time as joining for a 
year (£7.50) and choose one of these amazing gifts ABSOLUTELY FREE. 

Members receive ten issues of our bumper club magazine this year and FREE entry to all the club competitions 
including our Fantasy FI game with £23,000 of prizes. And there's no obligation to buy anything. 


at any time to take advantage of these otters. 



Special 

Reserve 

Live (5) http:// 

special, reserve.co.uk 


Special Reserve 
FREE Gifts 

Choose one free gift when you join or renew for 

A YEAR OR MORE AT THE SAME TIME AS BUYING ANY ITEM 

SEVEN GAMES FREE FOR PC PLUS 1001 CHEATS 

CIVILIZATION, LEMMINGS, SENSIBLE SOCCER, ELITE, ELITE 2 FRONTIER, 
JIMMY WHITE’S SNOOKER AND ZOOL - ALL SEVEN GAMES FREE ON CD ROM 

OR 

EIGHT GAMES FREE FOR PC PLUS 1001 CHEATS. 

DESERT STRIKE, JUNGLE STRIKE, ACTUA SOCCER SEMI-FINAL EDITION, 
NORMALITY INC PLAYABLE DEMO, ZOOL 2, LOTUS 3, TOYOTA CELICA AND 
TEAM SUZUKI - ALL EIGHT GAMES FREE ON CD ROM 

OR 

TRY CD 1 FREE PC CD ROM PLUS 1001 CHEATS 

A HUGE COMPILATION OF 40 STUNNING PLAYABLE DEMO’S OF TOP NEW 
GAMES INCLUDING SIM COPTER, FIFA 97, DESTRUCTION DERBY 2 AND 
DIABLO, PLUS QUAKE 1.06, QUAKE PATCHES, 20 SHAREWARE GAMES AND 10 
POWERFUL UTILITIES INCLUDING MICROSOFT INTERNET EXPLORER FULL 
VERSION, PAINT SHOP PRO 4.1 ART PACKAGE AND MICROSOFT DIRECT X 3 
ENHANCED DISPLAY DRIVER FOR WINDOWS 95 


POWER IS CHEAP & EASY 
BUY A RAM UPGRADE 

Amazingly these prices include VAT and delivery 

All our PC RAM upgrades are 32 BIT, 72 pin SIMM’s, non parity with a 70 Ns 
access time. They are suitable for most 486 and Pentium PC’s. All Pentium 
PC’s require RAM in pairs. RAM SIMM’s are surprisingly easy to fit. We can fit 
RAM bought from us for just £10 including VAT at any of our shops. (RAM 
prices may fluctuate. Please refer to your motherboard manual before ordering). 
VAT & DELIVERY SINGLE MATCHED PACK OF 

INCLUDED PAIR FOUR 

4 MB 72 PIN SIMM .19.99 . 35.99 . 69.99 

8 MB 72 PIN SIMM .34.99 . . .67.99 . . .131.99 

16 MB 72 PIN SIMM .75.99 .145.99 . . .284.99 

The EDO RAM SIMM’s below are as the standard 72 pin SIMM’s but with 
Extended Data Out channel for improved performance when fitted to recent 
PC’s. EDO RAM is not suitable for some 486 machines, check your 
motherboard manual prior to purchase. 

4 MB EDO 72 PIN SIMM 20.99 . . .37.99 73.99 

8 MB EDO 72 PIN SIMM . ..35.99 69.99 135.99 

16 MB EDO 72 PIN SIMM . . .71.99 .. .139.99 . 275.99 
32 MB EDO 72 PIN SIMM 145.99 . 286.99 . . .563.99 


Ot TREE PERSONAL STEREO CASSETTE 
PHYU PLUS HEADPHONES A EASE 
AND a WEE 1001 tHEHS BOOK! 


0B 

FREE FOOTBALL PLUS 1001 CHEATS 

FULL SIZE 82 PANEL STITCHED PVC COATED FOOTBALL. SIZE 5. 
INCLUDES FREE ADAPTOR TO PUMP UP THE BALL 

OR 

FREE PERSONAL STEREO, HEADPHONES, CASE AND 1001 CHEATS 

PERSONAL STEREO CASSETTE PLAYER WITH HEADPHONES PLUS 
PADDED CARRY CASE WITH SPACE FOR TAPES AND ACCESSORIES 

OR 

FREE RUNNING MAN VIDEO (18) PLUS 1001 CHEATS 

ARNOLD SCHWARZENEGGER STARS IN THIS ALL ACTION VIDEO 

OR 

FREE CLIFFHANGER VIDEO (15) PLUS 1001 CHEATS 

SYLVESTER STALLONE STARS AS A MOUNTAIN RESCUER 

OR 

FREE TOMBSTONE VIDEO (15) PLUS 1001 CHEATS 

KURT RUSSELL AND VAL KILMER STAR IN THIS AUTHENTIC WESTERN 

OR 

MOUSE MAT, CD WALLET AND 1001 CHEATS 

HIGH QUALITY LAMINATED MOUSE MAT WITH GRIPPY RUBBER BACK. 
PLUS CD WALLET (24 CAPACITY) WITH INDIVIDUAL CD POCKETS 
CHOOSE FROM THESE FOUR DIFFERENT MOUSE MAT OPTIONS 
Shown below from left to right 

SEAL PUP or BIKINI MICHELLE or LEGGY PORSCHE or RANCH HAND ROB 

All offers subject to stock availability. Overseas members please add £2 delivery 




CD ROM DRIVES 

SAMSUNG TWELVE SPEED inc VAT ex VAT 

CD ROM DRIVE .79.99 .68.08 

GOLDSTAR SIXTEEN SPEED CD ROM DRIVE 99.99 .85.10 

CREATIVE LABS REMOTE CONTROL 

TWELVE SPEED CD ROM DRIVE 109.99 . .93.61 

WITHENCARTA 97 AND ACTUA SOCCER 


HUGE HARD DRIVES 

inc VAT ex VAT 

QUANTUM TRAILBLAZER 850 MB 129.99 ...110.63 

3.5", 12 MS ACCESS TIME, 15 MB/SEC TRANSFER RATE 

QUANTUM FIREBALL TEMPEST 1.25 GB 149.99 ... 127.65 

3.5”, 11 MS ACCESS TIME, 16 MB/SEC TRANSFER RATE 

QUANTUM FIREBALL TEMPEST 3.2 GB 229.99 . . .195.74 

3.5", 10.5 MS ACCESS TIME, 16.6 MB/SEC TRANSFER RATE 

MAXTOR DIAMOND MAX 5.12 GB 349.99 ...297.86 

3.5”, 10 MS ACCESS TIME, 16.7 MB/SEC TRANSFER RATE 

INTEL CPU s 

inc VAT ex VAT 

PENTIUM P100 MHz INTEL CPU CHIP .99.99 . ..85.10 

PENTIUM P133 MHz INTEL CPU CHIP 129.99 .110.63 

PENTIUM PI 50 MHz INTEL CPU CHIP 189.99 161.69 

PENTIUM PI66 MHz INTEL CPU CHIP .249.99 . . .212.76 

PENTIUM P200 MHz INTEL CPU CHIP .399.99 .. .340.42 

PENTIUM P166 MHz MMX INTEL CPU CHIP 299.99 255.31 

PENTIUM P200 MHz MMX INTEL CPU CHIP 499.99 425.52 

REQUIRES MMX COMPATIBLE MOTHERBOARD 
GIGABYTE "VX” PENTIUM TRITON 3 MOTHERBOARD FOR PC 
MMX COMPATIBLE, WITH INTEL 430VX CHIP SET AND 
512K PIPELINE CACHE RAM INSTALLED 129.99 110.63 

WITH 512K PIPELINE CACHE RAM (NO CPU) 

INTEL 430HX (TRITON II) CHIP SET AND MMX SUPPORT 

PLAYSTATION 

L PLAYSTATION WITH CJOJi. OO 
■W iiBBM Mh. ONE CONTROLLER 

0% FINANCE AVAILABLE ON 
PLAYSTATION BIG DEALS AND 
GREATEST DEALS. SAVE UPTO £57 ON RRP 

PLAYSTATION WITH ONE CONTROLLER + ACTUA SOCCER 144.99 
PLAYSTATION WITH ONE CONTROLLER + PANDEMONIUM 147.99 
PLAYSTATION WITH ONE CONTROLLER + TOMB RAIDER 157.99 

PLAYSTATION WITH ONE CONTROLLER + FORMULA ONE 159.99 

OVER 200 SOFTWARE TITLES AVAILABLE 
PRICES STARTING AT JUST £17.99 



GET CONNECTED 

On the Internet or a network - we can connect you 

US Robotics fax/modems are produced by the 
World’s leading modem manufacturer. They come 
with FREE CompuServe Membership and one 
month subscription and access software, FREE 
Internet Subscription offer with a leading 
service provider and FREE Internet Bundle 
and Comprehensive Starter Guide. Plus offer 
voice mail and fax on demand feature. In addition 
they are also upgradeable to 56K baud for future compatibility. 
U.S. ROBOTICS SPORTSTER EXTERNAL inc VAT ex VAT 

33.6 FAX/MODEM FOR PC .169.99 ... 144.67 

U.S. ROBOTICS SPORTSTER INTERNAL 

33.6 FAX/MODEM FOR PC .169.99 ... 144.67 

CREATIVE LABS 28.8 MODEM BLASTER 49.99 ...42.54 

SUPERB VALUE VOICE/FAX/ MODEM. VOICE MAIL ALLOWS 
ANSWERING MACHINE CAPABILITIES AND FAX ON DEMAND FACILITY. 
COMPLETE WITH CABLE TO CONNECT TO SOUND CARD, MS PHONE 
SOFTWARE INTERNET BUNDLE AND STARTER GUIDE 

Networks - the fastest way of transfering data 

ETHERNET NETWORK CARD FOR PC .20.99 ...17.86 

16 BIT BNC THIN ETHERNET CARD, INCLUDES SOFTWARE, 

FITTING INSTRUCTIONS, TERMINATOR AND T-PIECE. 

HEAD2HEAD NETWORK KIT FOR TWO PCs 49.99 ...42.54 

COMPLETE PACKAGE TO NETWORK TWO PCs. IDEAL NETWORK 
STARTER KIT FOR ANY OFFICE, AS WELL AS THE HOME 

READY MADE ETHERNET CABLE (2 METRE) .10.99.9.35 

READY MADE ETHERNET CABLE (5 METRE) .13.99 ...11.91 

READY MADE ETHERNET CABLE (10 METRE) .15.99 ...13.61 

TERMINATOR FOR THIN ETHERNET CABLE .4.99.4.25 

TO FIT AT NETWORK END 

Sound QUALITY SOUND CARDS 

SOUND BLASTER 16 VIBRA inc VAT ex VAT 
USASUaifl PLUG N’ PLAY SOUND CARD 59.99 ...51.06 

SOUND BLASTER 16 PRO IDE SOUND CARD 69.99 ...59.57 

SOUND BLASTER 32 PLUG‘N’PLAY SOUND CARD 109.99 ...93.61 

SOUND BLASTER AWE64 PLUG‘N’PLAY .159.99 ...136.16 

YAMAHA DB50-XG SOUND CARD DAUGHTER BOARD 99.99 ...85.10 



HI-SPEC GRAPHICS CARDS 


MATROX MYSTIQUE 3D 2MB WITHOUT GAMES 99.99 

MATROX MYSTIQUE 3D 4MB WITHOUT GAMES 

MATROX MYSTIQUE 3D 2MB PLUS 3 GAMES .119.99 

MATROX MYSTIQUE 3D 4MB PLUS 3 GAMES 149.99 

AS ABOVE PLUS MECHWARRIOR 2, SCORCHED PLANET 
AND MONSTER TRUCKS 


inc VAT 

ex VAT 

99.99 

...85.10 

...129.99 

...110.63 

...119.99 

...102.12 

...149.99 

...127.65 



NINTENDO 64 

NINTENDO 64 WITH C9^lO OQ 
ONE CONTROLLER 
AND FREE MEMORY CARD 
0% FINANCE AVAILABLE ON NINTENDO 
BIG DEALS AND GREATEST DEALS 
SAVE UPTO £39 ON RRP 

PILOT WINGS 64 39.99 

SHADOWS OF THE EMPIRE .49.99 

SUPER MARIO 64 .49.99 

TUROK - DINOSAUR HUNTER .57.99 

WAVE RACE 64 .44.99 


Special Reserve 

01279 600204 

Or fax your order on 01279 726842 - We’ll fax back to confirm 
Open 9.30am to 8pm (Mon-Sat) 10am to 5pm (Sun & Bank Holidays) 

We only supply members but you can order as you join 

Trial Membership only £1 

Trial Members receive one issue of the club magazine. Valid for one order. 

Annual Membership (UK) £7.50 

ANNUAL MEMBERSHIP FEES UK £7.50 EC £10.00 WORLD £12.00 

Members receive ten issues of the colour club magazine per year. 

There is no obligation to buy anything. 

All prices include VAT and carriage to MOST UK mainland addresses. 

(BLOCK CAPITALS please) PC FORMAT 

Name & Address_ 


Postcode_Phone No_ 

Enter membership number (if applicable) or 

NEW MEMBERSHIP FEE (ANNUAL UK £7.50) 


Machine 


item 


item . 


item,.. 


item 


For OPTIONAL first class post add 50p per item 
For OPTIONAL fast delivery on hardware add £3.00 
For items over £600 please add £15.00 delivery 

ALL PRICES INCLUDE UK POSTAGE & VAT 

Cheque/P.O./Mastercard/Creditcharge/Switch/Visa 


CREDIT CARD 
EXPIRY DATE _ 


SIGNATURE 


SWITCH 
_(ISSUE NO_ 


Overseas orders must be paid by credit card. 

Hardware items (mains) are only supplied to UK addresses. 
Overseas surcharge £2.00 per software item or 25% on other items 

Cheques payable to 

Special Reserve at 
PO Box 847, Harlow, CM21 9PH 

Inevitably some products listed may not yet be available. Please phone to check availablity. 
Prices may change without prior notification. SAVE = Saving off full recommended price. 

Sent to press 13.04.97 Errors & Ommisions Excluded. 

Inter-Mediates Ltd, The Mattings, Sawbridgeworth, Herts. 



Special Reserve Is mainly mail order but we also have 

Three impressive 
Special Reserve Shops 


Chelmsford, Essex 

43 Broomfield Rd 


Sawbridgeworth, Herts Bristol Avon 

The Maltings, Station Rd 351 Gloucester Rd (A38) 

NEAR THE BUS STATION NEAR THE TRAIN STATION 1 V 2 MILES UP FROM THE CITY 

Some items bought in the shops carry a £1 surcharge on the mail order prices 

All Special Reserve Club Shops have trained technicians and pc repair and upgrade facilities 
Play Mario 64 or enter our £23,000 FI game while we fit RAM or a graphics card to your pc 


The Special Reserve Web Site is one of the best in the UK 

Vast award-winning 
Special Reserve Web Site 

Massive site, Secure Ordering, 1000 Cheats, 600 Reviews, Latest Release Dates, 
Gamelinks, FI Fantasy Game with £23,000 of Prizes, Charts & More 

http://special.reserve.co.uk 



Free fast delivery on all orders taken on-line (except PC’s) 

Enter our FREE £23,000 FI Fantasy Game on-line or at a Special Reserve Shop 
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Actua’s coming home 

A special Club edition of Gremlin Interactive's 
Actua Soccer, based around the English 
Premier League, will be hitting the shops by 


the time you read this. Any one of the 20 
current Premier League sides can be steered 
on a course through an exciting world of top¬ 
flight footy, or read up on in a comprehensive 
football database compiled by Angus Loughram, 


of Fantasy Football League Statto fame. 

Actua Club Edition is to wrap up all these 
options and statistics in a brand new package, 
which will incorporate a redesigned front-end 
and 'sticker book' style player photos. 



Screamin' what?! 




The unlikely title of 

Screamin' Demons Over 
Europe has been chosen 
by Activision as the name 
of Parsoft's follow-up to 
their smash hit A-10 Cuba. 

Formerly called Dogfight 
(gaining mention last issue), 
Screamin' Demons Over 
Europe will spotlight the 
intense, aerial close combat 
of World War Two, with a 
ground-breaking simulator engine based on the most accurate inertia, gravity 
and force calculations to date - and from what we've seen so far, we're inclined 
to agree with them. In terms of graphics it also looks like being one of the best 
games of its type - mainly due to efficient polygon usage, creamy texturing 
and clever programming tricks. 

Three scenarios (English Channel, Rhineland and North Africa) and nine 
fighters (from the Lockheed P-38 Lightning to the Messerschmidt ME-262) 
are on the cards for the Windows 
95 version, which is due out 
during the autumn. 

A well-stocked Activision 
Website can be found at 
http://www.activision.com, 0 



It’s a heist 


Sean Cooper, one of the men behind the massive success of key Bullfrog 

titles Syndicate Wars and Magic Carpet has defected to Virgin Interactive. 

We went to see Sean at Virgin and were given a sneak peek of Heist, 
a potential Syndicate l/l/ars-beater currently in the works. The premise of 
the game is morally sound: 'sound out' a couple of banks, get yourself 
a getaway driver, and storm in to nick all the loot (well, it's morally 
sound as far as we're concerned anyway). Sean has shied away from the 
'true 3D' environment used in Syndicate Wars in favour of a more simplistic 
2D/3D environment which will allow for a friendlier user interface. The missions promise to be extremely 



varied with strategic planning being as vital to your success as the ability to mow down innocent civilians. 
We'll bring you more news on this hot project next issue. © 



Cryo go crazy 


Classy French developers Cryo Interactive have brazenly 
announced no fewer than six new titles for 1997. 


mmm - JM -■- Ever since Cryo received the financial backing of Louis Vuitton - Moet Hennessy (the company behi 

jT poncey fashion houses such as Givenchy, Chanel and Christian Dior), they've gone development crazy, wil 
the following titles all looking to be out before the end of the year: 

Atlantis: The Lost Tales is a Myst- style adventure featuring a unique 360 degree first-person viewpoint 
^ While battling to save the ancient civilisation from destruction the player will be able to view his 

^ ^ surroundings from virtually any angle. _ ^ 

i Riverworld is a sort of cross between top-down Civilization games 

and first-person classics such as Lords Of Midnight The player's role r=- r — 

"‘ p ""H is to oversee the development of a far-off planet while implementing 

events and characters from human history. J Id 

Intervention is another strategy game, this time in the traditional — {: 

sense, in which you are a god who faces the daunting task of creating and managing entire universes while 
competing against other human and computer players. 

The Third Millennium, just for a change, is another top-down Civilization game, this time set on Earth in r~ ■ , -TE— , n i —— 

the year 2500. The game uses real world predictions and social and environmental projects to create a realistic . 

picture of the planet 500 years from now. 

I " Finally, Dreams is a three-dimensional - 

a l§j action game in which you battle with 

x .IP ^ ™ * magic and science, while Ubik, based on 

| f$l the novel by Philip K Dick, is an adventure 

M* set in the year 2019, in a world ruled by FTTH 

y * mega-corporations and industrial espionage. 

BK* More information on all titles can be Mfijr ,..V?!™ — 

1 y - : \ ■ T V - ^ obtained from Cryo's Website on www. 

cryo-interactive.fr. % 
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Inside 

CompuServe 

Free 10 Hours On Line 
Free 1st Months 
Membership 


• TRUE 3D ARCADE 
FLIGHT ACTION. 


• OVER 20 MISSION 
BASED CAMPAIGNS 


• MULTIPLE WEAPONS 


GUARANTEED 


• GROUND TR00P5- 
MECHANISED 
ATTACK UNITS AND 
PYRAMID CITIES 


Gremlin 


1997 Gremlin Interactive Limited. All rights reserved. Carver House. 2-4 Carver Street, Sheffield SI 4FS, England. Helpline Tel 0114 279 9020. 
Website:http://www.gremlin.co.uk Unauthorised copying, lending and resale by any means strictly prohibited. 
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Can you feel the force? 

CH Products are launching the first ever PC 
force feedback joystick at the end of May. The 
Force FX offers jolt, vector force, vibration, 


spring, button reflex and buffeting effects to 
provide maximum feedback from all supported 
software, including Mission Studio's Jetfighter 
III and Parallax Software's Descent 2. 

With the help of a special software 


development kit programmers can apparently 
have the joystick running in no time, which 
should help introduce a standard for this kind 
of device. A price has yet to be quoted, so 
watch this space for updates or a full review. 



Step aside Indy 





After the surprising international success 
of Broken Sword, the boys at Revolution 
Software have announced their highly 
anticipated follow-up. 


Once again the 

floppy-haired George 
Stobbard finds himself 
caught up in murder, mystery, 
mayhem and Mayans as he searches 
Europe for the sacred shields of 
Quetzacoatl and staves off the end 

of civilisation as we know it in Broken _ _ 

Sword II - The Smoking Mirror. 

As with the first game, Revolution are pushing the graphical boat out big-time. 
This time round they're also addressing many of the criticisms thrown at the 
original Broken Sword- too much talking, not enough action, not enough for 
the player to do, not challenging enough - by upping the number of hotspots 
on the screen and giving more control to the player. 

The Smoking Mirror is 
tentatively scheduled for release 
in the third quarter of the year, 
and if you think the name's odd, 
count yourself lucky. Apparently 
it was originally going to be 
called 'George Stobbard And 
The Amazon Adventure'. Lucky 
escape there, folks. 0 


| 

7th Level police 



Continuing their fascination with Saturday morning 

cartoon shows, 7th Level have announced a 
brand new action helicopter sim that, while 
* not actually based on one, seems to positively 

wallow in the mass-produced, easily marketable, 
soulless cartoon shows that infest our children's televisual lives 
(with the exception of Samurai Pizza Cats, which was great). 

HeliCOPS is the story of an elite helicopter police unit in the near 
future, tasked with patrolling the skies of NeoTokyo and dedicated 
_ to foiling the 

_ ^ sr 

^ w ^■3^* of the evil 

^ ' Maxwell 

^ ' Giger, 

* . underworld 

| crimelord. 

II smell the 

K l 'action 

\ s \ S# ) figures', 

V__ —can't you? ZJ 




Incarceration for everyone 

Sierra's forthcoming Captives promises a new and interesting 

approach to the now ludicrously popular real-time strategy genre 
by placing all the emphasis on saving rather than taking lives, so 
it could be in for some stick from the hardcore C&C crowd. 

Currently scheduled for a May release, Captives will assume a 3D 
isometric viewpoint over 25 missions, all played against a strict time 
limit. There'll be unique 
tactical gameplay elements 
to learn and adopt, such 
as putting captured enemy 
soldiers to work on your 
own installations (although 
we're not quite sure if that 
contravenes the rules laid 
down by the Geneva 
Convention). § 



You read it here first 


Last minute rocket- 

fuelled mumblings as 
we go to press... EA 
gave us a quick demo of 
their new bowling sim 
Ten Pin Alley recently, 
but it seemed to make 
little impression with the 
battle-hardened troops 
in the PC Zone office. 

As travesties go, it could 
be EA's best effort to 
date. We'll reserve final 
judgement for the review 
version next month. 


And there's more... 
Those increasingly 
strange people at 21st 
Century have announced 
yet another drastically 
niche addition to their 
summer catalogue in the 
shape of International 
Aviation Manager, 
which they must hope 
will appeal to more 
than just air traffic 
control students. 

To round off, a very 
quick mention of Sky 


TV's Silicon Valley Week, 
which will begin on 
Monday 17 May and 
will broadcast from 
6 pm 'til 8pm on The 
Computer Channel. 

With behind the scenes 
footage and in-depth 
interviews from within 
the heart of America's 
computer industry, 
Silicon Valley Week 
could turn out to be 
quite interesting for 
us computer types. o 




Sierra in for a 
bumpy ride 


Work on SODA Off-Road Racing, loosely modelled after the Short 

Course Off-Road Drivers Association World Series and covered heavily on 
the garish American sports channel ESPN, is currently well under way at 
Papyrus - on target for a mid-summer roll-out from Sierra. 

SODA Off-Road will give the player a choice of three race vehicles 
(four-wheel drive trucks, two-wheel drive trucks and two-wheel 
drive buggies), and 50 levels of difficulty to mess around with. There 
will even be a user-friendly track designer allowing easy construction 
of custom-built tracks which are easily tradeable due to their small file size. Sierra hope 
that this will encourage the proliferation of a healthy SODA racing community within 

PC racing circles. 

You can find out more about SODA Off-Road 
Racing at http://www.sierra.com. 0 
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ALL THE HITS 



AND MORE 


It must be Christmas all over again! Eidos 
Interactive are offering an unbeatable deal 
on five chart topping, award winning 
titles. Tomb Raider, Championship 


Manager 2, Jetfighter III, Links LS and 
Duke Nukem all scoring over 90%. Now 
you can buy any of these hit titles and get 
a great gift, absolutely free. * 


Jetfighter III was created and produced by Bob Dinnerman of RD Technologies, © &® Eidos Interactive Ltd. All rights reserved. Tomb Raider© &™ 1996 Core Design Ltd, © &® 1996 Eidos Interactive 
Ltd. All rights reserved. Links LS Software© 1996 Access Software Ltd. All rights reserved. The image of Big Bertha on the front is used with permission of Callaway Golf. Big Bertha is a registered 
trademark of Callaway Golf. TrueMotion® Is a registered trademark of The Duck Corporation. Licensed to Eidos Interactive. Duke Nukem Developed by 3D Realms Entertainment. Distributed 
commercially by FormGem. Inc. All Rights Reserved. Produced under license by Eidos Interactive Ltd. Championship Manager 2© 1996 Eidos Interactive. All rights reserved. 

*While stocks last 



gidos 
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Be Tiger Woods! Sort of... (part 1) 

With the golf game genre currently being 
swamped by titles, Sierra have decided to play 
safe and enter the unclaimed world of Crazy Golf 


sims. 3-D Ultra MiniGolfis a wacky and zany (it 
says here) take on the game of golf, featuring 
nine classic holes (such as windmills, loops and 
moats) and nine Wacky™ holes including 
dinosaurs, jungle ruins and the moon. 


Apparently it uses the real-world physics 
of mini-golf (an oft-neglected corner of the 
scientific world) and two types of putting 
control for novices and experts. 3-D Ultra 
MiniGolf is due for release any time now. 


?JDNE 
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You reckon you're the best PC gamesplayer in the 
land? Then come and test your mettle in the 1997 
Official PC Zone UK Games Championship. 

The event, being held over the summer 
months at a number of key Internet 
cafes across the land, will see registered 
combatants going head-to-head in a series of 
six different games challenges in a bid to reach 
our Krypton Factor of a final on 24 August 1997. 


BECOME a 


GAMES CATEGORIES 


BIG PRIZES! 



PC ZONE UK GAMES CHAMPIONSHIP REGISTRATION FORM: 

Please fill in this registration form, and send or take it to your chosen venue. 

Name: . 

Address: . 

Postcode: .Tel:. 

Fax (if applicable): . 

E-mail (if applicable): . 

Alias: .Age:.Sex: - 

Occupation:. Favourite game: . 

Computer at home (circle one): None 486- Pentium-i- 

Do you have Internet access at home (circle one): Yes No 

Chosen venue: . 

Please tick here if you do not want to receive further 
information about other special offers from your chosen venue. LJ 

Contact chosen venue for current charge rates. Contact only your chosen venue for information. 


rHE SOUTH EAST (AND FINAL) 

THE NORTH WEST 

Shoot 'n Surf 

Cyberia 

13 New Oxford Street 

12 Oxford Street 

London WC1A1BA 

Manchester Ml 5AN 

Web: Http://www.shootnsurf.co.uk 

Web: http://www.easynet.co.uk/cybman/ 

e-mail: pczone@shootnsurf.co.uk 

e-mail: paone@easynet.co.uk 

Tel: 0171 4191183 

Tel: 0161 950 2233 

THE SOUTH WEST 

SCOTLAND 

Internet Express 

Reality-X 

1b Exeter Central Station 

54 Broughton Street 

Queen Street, Exeter EX4 3SB 

Edinburgh EH1 3SA 

Web: http://www.inexpress.co.uk 

Web: http://www.reality-x.co.uk 

e-mail: pczone@mail.inexpress.co.uk 

e-mail: pczone@reality-x.co.uk 

Tel: 01392 201544 

Tel: 0131 478 7099 

THE MIDLANDS 

IRELAND 

Cyberpub 

The Internet Exchange 

5 Victoria Centre 

Drury Hall, Lower Stephen Street 

21 Lower Parliament Street 

Dublin D2 

Nottingham NG1 3DB 

Web: http://www.intex.ie/cafe.html 

e-mail: ntm00001@cyberpub.adr.co.uk 

e-mail: paone@intex.ie 

Tel: 0115 947 5394 

Tel: 353 1 4758788 

THE NORTH EAST 

WALES 

Punter's Cybercafe 

The Cardiff Cybercafe Ltd 

111 Arundal Street 

9 Duke Street 

Sheffield SI 2 NT 

Cardiff CF1 2AY 

Web: http://www.punters.co.uk 

Web: http://www.cardiffcybercafe.co.uk 

e-mail: paone@punters.co.uk 

e-mail: paone@cardiffcybercafe.co.uk 

Tel: 0114 276 2668 

Tel: 01222 235757 
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Also available on 
Playstation 
and Sega Saturn. 


Only in your dreams boy! 

Tomb Raider featuring the amazing Lara Croft. Still the no.1 
game on PC. Still as hard as ever. Still available at Our Price. 



TRACK IT DOWN AT 

o 

our price 


Prices correct at time of going to press, and may vary in Eire. 








Screamer: © Milestone 1995 (Graffiti). Sensible World of Soccer: © 1996 Sensible Ltd. Published under exclusive licence from Sensible Ltd by Renegade Software. Renegade Software is a GT Interactive Software Corp. Company. GT™ is a trademark and the GT Logo ® is a registered trademark of GT Interactive Software Corp. 
Ascendancy: © & (p) 1995 The Logic Factory, Inc. All Rights Reserved. Ascendancy™ is a trademark of The Logic Factory, Inc. Distributed by Virgin Interactive Entertainment (Europe) Ltd. Flight Unlimited: © Looking Glass Technologies Inc., Cambridge MA. Flight Unlimited, Looking Glass and the distinctive logos are trademarks 
Looking Glass Technologies, Inc. All Rights Reserved. Distributed by Virgin Interactive Entertainment (Europe). All Rights Reserved. 


SCREAMER 


SENSIBLE 
WORLD OF SOCCER 

EUROPEAN CHAMPIONSHIP EDITION 


ASCENDANCY 


GAMES FROM 


THE WHITE LABEL - 
























DRTRPRD 


Interplay's Time Capsule 

Fans of Myst will be delighted to hear 
that Interplay are soon to release a new 
graphieally-rich adventure game, this time 


based around an expedition to Atlantis. Ark Of 
Time takes the player across many different 
locations, including the Caribbean, Easter 
Island, Stonehenge and the fabled Underwater 
City, as he searches for a lost professor and 


the secrets of an age (it says here). With lush 
graphics, a fully orchestral soundtrack and 
over 30 NPCs to interact with, Ark Of Time 
should be a very rewarding adventure. For 
more info try www.interplay.com. 



CSC and Doom to wed? 



It was only a matter of time, but finally someone has decided to 

combine the relative merits of a first-person Quo/ce-style game with 
the strategic challenge of a top-down Command Et Conquer- style game. 
Uprising from 3D0 gives you the chance to see what life is like from 
the little man's point of view, placing you as it does in the heart of the 
battlefield. You still have to carefully manage your resources, construct a 
command centre and other buildings and assign your troops to different 
functions, but now you get to see the results of your commands up close and 
personal. The 3D0 Company expect to release Uprising some time next winter. © 


f 1 

■ hottest games 

■ and their current z 

■ release dates 


X-C0M3 (MicroProse) 
Jedi Knight (LucasArts) 


Hexen 2 (Activision) 

Monkey island 3 (LucasArts) 

Starcraft (Sierra) ———B 



HH 


Be Tiger Woods! Sort of... (part 2) 


The long-standing stalwart of computer golf games, 

PGA Tour Golf, is back in the shape of PGA Tour Pro. With 
many new features such as 'flash' rendering (to speed up 
loading times), fully integrated network and Internet play 
(with EA's Sports Net Central homepage acting as a sort of 

virtual 'clubhouse' for 


players to meet, chat, 
join games and take part 
in tournaments), PGA Pro 
looks and plays better 

than ever. Perhaps the i . - --. I 

r ’ . 1 10 vi 111 (i; o 

best new feature, though, 1 - 

is the advanced putting, allowing the player to walk around and inspect 
the state of greens before you take your shot. About time too. f 



(Above) Ignition’s miniature 
vehicles handle well enough 
on the narrow tracks. 

(Left) Ooh look - it's the 
obligatory 'ice' track, with 
dirty, cack-stained roads. 


Coition Ignition 
Mission 


Already looking eerily similar to Psygnosis' forthcoming 

Speedster (which in turn owes a heck of a lot to Codemasters' 
Micro Machines), Virgin Interactive’s Ignition is yet 
another overhead racing game with super-fast 
3D graphics and a host of twisting tracks to 
negotiate. There really is that little to tell 
these games apart. 

Developed by UDA, Ignition promises to 
grow into quite an addictive experience once 
the novelty of the excellent 3D graphics 
has worn off. 

Virgin's Ignition is scheduled for a September, 
release, which should please Psygnosis who are 
launching Speedster at the end of next month. © 


SimCity 3000 (Maxis) 




Quake 2 (iD) 

Falcon 4.0 (MicroProse) 
Ultima IX (EA) 

Unreal (GT Interactive) 


Populous 3 (EA) 

Rally 2 (Europress) 

Daikatana (EIDOS Interactive) 
Tomb Raider 2 (Core Design) 


C&C 2: Tiberium Sun 
(Virgin Interactive) 


Star Trek: First Contact 
(MicroProse) - 


F1GP3 (MicroProse) 


The X-Files (Fox Interactive) 
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New PowerVR and 3Dfx chipsets 


DRTRPRu 


Both VideoLogic and 3Dfx have unveiled forthcoming updates 
for their respective 3D accelerator cards. 3Dfx Voodoo graphics 
cards are set to take a leap in performance with the arrival of 


a new chipset codenamed 'Banshee'. It's rumoured that 
Banshee will provide performance similar to 3Dfx's current 
Obsidian chipset, a popular piece of hardware intended for 
high-end workstation modelling and creation of military 
simulations. Banshee will be available early in 1998. 


NEC/VideoLogic are hitting back with the announcement of the 
NEC PCX2 - their second version of the impressive PowerVR 
chipset - which is said to deliver an increase in performance 
over the PCX1 of over 50 per cent. We at PC Zone say: ’That’s 
great and that, but where are all the games?" 


NL % 

KNOWS' if 


ome sinister happenings this month, although I'd say that what 
a gentleman gets up to in the privacy of his own study should 
remain the exclusive business of himself and his house guests. 

Meanwhile, fun and games abounded at with another twist 

in the long-running saga of . This, remember, 

is the game that was promised in 1993, shipped Stateside at the end of 1995 
in a hideously bugged condition, and was rapidly followed by three patches 
and some single-figure review scores. Having mysteriously secured some 
impressive UK reviews almost two years ago, it was then controversially 
advertised by that young strumpet straddling a copy of 

the game beneath the subtle legend "She really wants it". Naturally, if the 
lady in question were to spend a weekend at my country residence I can 
guarantee that "it" is exactly what she’d get, and you can rest assured that 
I'm not talking about long-awaited space trading games. Having finally been 
granted a UK release, the game's creator claimed that it 

was incomplete and issued the following statement: "UK owners, I urge you 
to return the game to your retailer as soon as possible. I am the sole owner 
and designer/lead developer of the game and I am telling you this." Hardly 
the most media-friendly of soundbites, this announcement clearly didn't go 
down too well with Gametek's marketing men, who were sent into overdrive 
on a damage limitation exercise. Following 'discussions’ an agreement was 
reached and Smart announced :"Now that the unfortunate confusion has 
been cleared I am happy to support the Gametek release and am looking 
forward to working on additions to the BC3000AD range." The game entered 
the UK charts at number 12, with a Gametek representative boasting "It 
would seem that we have a hit on our hands", although let’s not forget that 
the once had a hit in the top 20. 

More mither has befallen , the team behind 

MDK, with the attempted poaching of developers 

and . Supremo (the lanky Ulster¬ 

man, not the bandanna-wearing whipping boy of Gamesmaster) was confident 
that he had convinced the pair to make the move from Derby to Laguna 
Beach and become Shiny Happy People, making noises to that effect on 
his Web page. However, and strenuously denied the claim, 

prompting a war of words in which Perry claimed that the pair had been 
coerced into staying, as Core threatened to withhold their royalties. It 
seems that Gard and Douglas are now actually leaving Core, but not in the 
direction of Shiny. Mind you, the surfing in Derby isn't up to much. 

Last month's hint that stalwart could be 

leaving to form his own company has proved prophetic. The lead programmer 
of the recently canned is taking and 

with him, the trio having previously worked on Populous II, 
Theme Park, Magic Carpet and Syndicate Wars. Following an all-night drinking 
session in Simmons' back garden, the sun rose to reveal a footprint on his 
patio doors, prompting the name . Work 

has already begun on their first project, tentatively titled 

have lost one of their founder members with the resignation 
of , leaving record producer Bob Ezrin and tenuous 

Pink Floyd contributor Scott 'Mullet' Page to hold the fort following a drop 
in stock value from $22 in September 1995 to the current level of $4. If 
things get any worse, Page may be forced to sell his saxophone, which would 
come as a blessed relief to music lovers the world over. 

Legal wrangles are the order of the day following the decision by 

to drop , prompting new develop¬ 
ment house to pick up the project for completion. 

Swedish-based Frozen Moose consists largely of the initial progammers 
of the game, but complications with Scavenger mean that it may never 
see the light of day. As I say, legal wrangles, although fortunately I have 
a fellow who deals with that sort of thing for me. 

But enough idle chat, that jeroboam of Moet should be suitably chilled 
by now, and I have a pressing engagement in the master bedroom. Thank 
you, and good night... Z 


Even Closer Combat 



Win a CH Gamepad! 


® When is a pad not a pad? When it's all knackered and worn 

out after too much Sensible Soccer. 

J / That's why CH Products have ensured 
Jkj that their new gamepad has been 
^ manufactured to withstand the 
pressures of a champion 
gamer's lifestyle. 

Eight buttons, six blue thumb- 
buttons and two top-mounted finger switches 
nestle neatly on the CH Gamepad's durable 
casing, with the matching D-pad to be found on the left. It's 
available with a very long cable, is an attractive dark grey colour, 
and can move stuff around in your favourite computer games. 

To celebrate this fact, we have a bundle of CH Gamepads to give away 
to the first ten readers who get this question right: 


Q. How many blue buttons does the CH Gamepad have? 

A. None B. Twenty-five C. Six 


Answers on a postcard to: 'Pad-emonium' 

PC Zone CPCZ76B, Customer Interface, Bradley Pavilions 
Bradley Stoke North, Bristol BS12 OBQ, UK 


Rules: All entries to be received by 20 June 1997. 

No correspondence will be entered into. The Editor's decision is final. % 


Yoiks! 


Those bloody gremlins have been 

around again, causing all kinds of 
bother in the PC Zone office. If we 
see another one of those things 


around here again we'll wring 
its bleedin' neck. Getting us to 
say that Saitek's X36F and X36C 
control sticks are incompatible with 
ThrustMaster gear, when we all jolly 
well know that they ARE, was a 


One of the surprise hits of last year was Microsoft’s Close Combat. Not just because it 

came from Microsoft but also because it was actually one of the more playable Command ft 
Conquer clones to appear. Never ones to leave a cash cow unmilked, Microsoft have recently 
announced the sequel, Close Combat 2. 

Focusing on Operation Market Garden, the game sees the Allies trying to capture key 
bridges throughout the Low Countries in order to gain control of the Rhine. Game improve¬ 
ments include multi-level buildings, true line of sight and elevation factors to consider and 
a more realistic reinforcements option. More news can be had from Microsoft's Web pages 

at www.microsoft.com/games. 0 


L 


low-down dirty trick in itself. And 
the gremlin that jumbled up the 
numbers on Multitech’s 0118 
959 7774 phone number will pay 
for that when we catch him! Those 
darned critters... e * 
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Empire Interactive: The Spires, 677 High Road, North Finchley, London N12 ODA, United Kingdom, 
ustomer Services and Technical Support 0181 343 9143. EmaiI: info@empire.co.uk CompuServe: GO GAMBPUB WWW: http://www.empire.co.uk 













//if# L LcJtji m . 



Siege (Telstar) 

Looking promising from Telstar is Siege, a real-time 3D combat game based 
in feudal 14th Century England. 

High resolution polygon graphics portray the action as players begin with 
a squad of 20, in an attempt to build up an army of over 200 for a raid on the 
biggest of over 20 different castles. 

Siege will be playable in two different ways: strategically, with the player 
taking more of an overview of his combined forces, or first-person with the 
player taking control of real-time combat situations. 


This month we take a closer look at Lands 
Of Lore: Guardians Of Destiny from Westwood, 
Telstar's innovative new strategy game Siege, 
and Atomic Bomberman, the classic retro 
multi-playerfest action game from Interplay. 


Lands Of Lore: 
Guardians Of 
Destiny 

(Virgin/Westwood) 




At last we have some 
in-game shots of 
Westwood Studios' 
highly anticipated 
Lands Of Lore: 

Guardians Of 
Destiny. An array . 

of impressive 

pre-rendered dfl 

Guardians Of 
Destiny artwork 
has been steadily 
filtering through ^ 

the hands of the 
media since the 
game was first 
announced over three years 
ago. Only now, less than a 
month before the game's 
release, are Westwood 
confident enough to show 
us how the game itself will 
finally end up looking. 
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We've waited a long, long time for the release of an 
updated PC version of Hudsonsoft's classic Bomberman, so 
we're relieved to hear that Interplay have announced that 
Atomic Bomberman will finally reach the shops in June. 
Tremendously popular across the console platforms, an 
official conversion of this 
simple but compulsive 
multi-player arcade 
game has been absent 
for too long. This ten- 
player classic/enhanced 
hybrid, developed by 
Kinesoft, should address 
this deficiency. 







Patrick McCarthy went all the way to Paris to talk to the man 
behind the Prince Of Persia games, Jordan Mechner, about 
comics, animation and the forthcoming The Last Express. 

..Jordi! What's 


Jordan Mechner set new standards for the platform 
genre with his classic leap 'em up, Prince Of Persia. 


everything from the neck down, but even if you take a 
beautiful face and map it on, you've still got a beautiful face 
mapped on to a computer model and it feels like you're in a 
train populated by robots. 

You’re into clean-line style comics, aren't you? 

Yes, the inspiration for the game's look came from European 
comics. Hugo Pratt is one of my favourites. His books are all 
really well researched, always packed with information about 
some exotic locale - there's one about the Masons in Venice 
which is really good. And I like Bilal. He has a very clean-line 
style with very subtle choice of colours. You know Bilal? 

I've seen his stuff. I used to get a magazine about 
European and American comics called Escape that had 
a lot of clean-line stuff in it. I like it, but I can never 
remember any of the names under pressure... which is 
always handy. 

(Laughs) Well, we wanted the game's story to be like a kind 


© ORDAN MECHNER POPULARISED THE 
concept of jumping from rooftops, 
stabbing Arabs and falling on spikes 
by way of his two Prince Of Persia games. 
Beautifully animated, with a good blend of 
platform action and minor puzzles, they made his fortune. 
And now he’s abandoned all that for The Last Express, a 
point-and-click adventure set on the last Orient Express 
to cross Europe before the outbreak of WW1. It has, at 
first glance, worrying elements of the dreaded interactive 
movie about it. Why would anyone want to go that route? 
Let's ask him, shall we? 

Why turn your back on money-spinning platform games 
to produce an interactive movie? They seem to sell well in 
the States, but have a pretty poor reputation in the UK. 

I don't like interactive movies myself. I think they have a bad 
rep in the US, too. But The Last Express isn't like an interactive 
movie: there’s nothing constraining you as to where you’re 
going to go. And depending on where you go, you'll see and 
hear different conversations and events... 

So events aren't triggered by your arrival? 

No... It's subtly rigged so that you have a lot more chance of 
seeing things, but there's no way you can play through the 
game and see everything, even if you start from the beginning 
and do everything right. 

You have a fair bit of film-making experience. Did that 
help during the making of the game? 

Yes, it did. If I hadn't had to get used to doing things on a 
low budget to a tight schedule, then I would've been in even 
more over my head than I was. We had to shoot an enormous 
amount of material in three weeks - 17 screenplay pages a 
day, when the average is about three. The cameras were 
running almost constantly. It was a logistical nightmare. 

Given the work involved, wouldn't it have been easier to 
make the whole thing computer-generated? 

It would definitely have been easier from the production point 
of view if the characters had been motion captured computer 
models... But we wanted to capture the particular personality 
and character of each actor - motion capture's great for 


The Last Express has 
lovely graphics, which 
you can stare at if you 
get stuck. 


Gorgeous location scenery like this is prevalent throughout The Last Express. Jordan wanted 
to recreate the atmosphere of the period and we think he's pulled it off admirably. 
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your game? 


of animated interactive comic book - it’s more like a comic 
than a movie, because some of the actions are dissolve- 
frames rather than full-motion. 

You did the whole of Prince Of Persia yourself, didn't you? 

Uh-huh. 

What’s it like to go from that to having huge teams of 
people working for you? Do you get frustrated and start 
thinking you can do better yourself? 

The great thing about having a large team is that you get 
people who are better at their jobs than I would be myself. 

But the temptation's there to go look over someone's 
shoulder and basically... meddle. 

Has making this made you want to get back into making 
films again? 

Er, yeah. I guess that part of the reason I like making games 
is because it's basically a chance to create a story. 

Like making a comic - there are things you can do that 
you can't in a film... 

Yeah... and there are things you can do in a film that you 
can’t do in a comic, or in a game. I guess my ideal life would 
be if I could hop between all three: do a game, then a film, 
then a comic... 

Or a game, then a spin-off movie? 

Actually, in the case of The Last Express, I can think of a 
number of ways that it could be a great movie, but it's almost 
like a coincidence. I mean, I wouldn't want to see a lot of 
games as a movie - and why would you want to make the 
same thing twice? But one of the great things about films 
as opposed to games is that you get to go on location. 

Do you play many games? 

I used to, but I've been working on one for the last four years, 
and when I get home it's not really what I want to do. 

So this retro gaming thing has pretty much passed you by? 

Retro gaming? What's that? 

People put Spectrum emulators on their PCs and play crap 
old games with a tear in their eye... Asteroids, and all that 
kind of stuff. 

Actually, Asteroids was one of the first games I programmed. I 
spent about six months trying to do a completely faithful rip- 
off that played just like the arcade. I made sure all the rocks 
were identical... well, I was in High School... I don't know why 
I thought that would be a good idea... (Laughs) A nyway, I've 
just started playing Tomb Raider on the PlayStation. 

It's quite slow on the PlayStation. 

Is it? It's the only PlayStation game I've got. 

Okay, it's time for the heavy questions: computer monitors 
are notoriously bad for the skin, and sitting in front of 
them all day can lead to enlarged pores and dry skin 
problems. Do you follow any particular beauty regime? 
(Laughs) 

Are you a Moisturiser Man? 

Actually, I was thinking... I have four monitors on my desk... 

If you have enough monitors, and you spend enough hours 
at the office, you should be able to eventually develop super¬ 
powers. I used to be a girl. 

Er, well... Your brother did all the actions for Prince Of 
Persia, didn't he? Did he make any money out of it? 



I bought him a 
sandwich that day 

Did it influence his 
chosen career - did he 
become a stuntman? 

On the contrary, I think it deterred him from any plans 
he may have had to follow an athletic career. 

What, falling on those spikes? 

Well, you can’t see it in the game, because we did a lot of 
visual enhancement to the animation, but when he did that 
running jump he basically only managed to clear about two 
feet. It was really quite depressing. I had him do it again and 
again, and each time he went a shorter distance. He became 
a master of the Chinese strategy game Go instead... and now 
he's in graduate school. So you see what can happen. 

It's all gone horribly wrong. So what’s your favourite 
game? 

Well, staying in retro mode, I really enjoyed all the Scott 
Adams text adventures... Mystery Fun House, and so on. 

They were pretty awful, but fun at the time. And Tetris. 
Which version? Everyone usually says the Gameboy one... 
Actually, I've got a story about Tetris. The Russian guy who 
did it submitted it to Broderbund - same gameplay but 
without the Russian backgrounds and music. Even though 
Broderbund have very strict guidelines for confidentiality of 
submissions and people are very serious about it, within days 
everybody in Broderbund had a copy of it. We were having 
Tetris tournaments... even Doug, Broderbund's CEO at 
the time, was a Tetris addict. Unbelievably, they didn’t 
take the game. Anyway, Roland Gustafsen saw 
it and reverse-engineered it - basically just 
programmed it on the Apple. Nobody paid him 
- he just did the conversion on his own. But 
that was my favourite game: the unpublished 
Apple II version of Tetris. © 


A lot of work has gone into 
the animation for all of the 
characters in The Last Express - 
they are modelled on real-life 
counterparts. 

O 


O 


Prince Of Persia may not look very 
impressive now, but it was a remarkable 
achievement for its time. 
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© AST MONTH WAS WITHOUT 

doubt an excellent month for 
Star Wars fans, with most of 
you taking advantage of the 
great money-off promotion 
on offer from Our Price. 

Following on from the excitement and 
success of the Star Wars phenomenon, this month 
sees three new entries in the Our Price Top 10, all at great 

prices. New in at No 3 
"X in the chart is Actua 


pc our price 


Soccer, priced at just £7.99 - we challenge you to find 
it anywhere else for less! Also entering the chart are 
C&C: Counterstrike at No 6 with Yoda Stories close 
behind at No 9, retailing at £14.99 and £19.99 
respectively. And, as if that's not enough, this month 
also sees the ever-popular Ultimate Soccer Manager 2 
reduced in price from £29.99 to £19.99 - a must-have 
if you don't already have it in your games collection. 

To take part in this month's Our Price Top 10 prize 
giveaway, put pen to paper and answer the question 
below and send it in to: PC Zone Our Price Competition 
CPCZ76A, Bradley Pavilions, Bradley Stoke North, Bristol 
BS12 OBQ, UK. 

OUR PRICE QUESTION: 

What is the lead character 
in MDK called? 

Rules and restrictions: All entries must be received by Thursday 

29 May 1997. No correspondence will be entered 

into. The Editor's decision is final and the 

winners will be notified by post. WATCH 

All other usual restrictions apply. THIS SPArc 

uc for more 

s - W£ ws from our 

( P «'CENEXT I 

MONTH! 


Welcome to PC Zone's version of 
The Chart Show, sponsored by Our 
Price. Each month it'll feature the 
titles we think will be flying off the 
shelves in the coming weeks, and 
it will also play host to exclusive 
news and competitions. 


THEME 

HOSPITAL 

(Bullfrog) 

£29.99 


MDK 

(Interplay) 

£29.99 


ACTUA SOCCER 

(Gremlin) 

£7.99 


CHAMPIONSHIP 
MANAGER 2 

(EIDOS Interactive) 

£9.99 


C&C: RED ALERT 

(Virgin) 

£29.99 


C&C: 

COUNTERSTRIKE 

(Virgin) 

£14.99 


TOMB RAIDER 

(EIDOS Interactive) 

£29.99 


ULTIMATE SOCCER 
MANAGER 2 

(Sierra) 

£19.99 


YODA STORIES 

(LucasArts) 

£19.99 


DISCLAIMER: The Top 10 printed is correct at the time of going to press but positions, titles and prices may vary throughout the month. 


TERMINATOR 

SKYNET 

(Virgin) 

£14.99 
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FEATURING 


Gremlin 


PlayStation 


Actua Soccer is universally recognised 
as the greatest football game ever. Here 
is just one of many testimonials: 

“The best footy game around. 

It's almost like playing the real thing. 
Beautiful.” 

Now with Actua Soccer Club Edition, as well as all the 
action and authenticity of the original, you can play 
your favourite Premier League side with new live 
interactive commentary from football’s finest, Barry 
Davies. 


1997 Gremlin Interactive Ltd. All rights reserved. Actual is a registered trademark of Gremlin Interactive Ltd. 
Carver House, 2-4 Carver Street, Sheffield SI 4FS. Tel: +44 (0) 114 279 9020 Fax: +44 (0) 114 273 8601 
Website: http: www.gremlin.co.uk All trademarks are the properties of tfieir respective holders. 
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WIN WIN WIN 

UBI SOFT GO EVEN SOFTER and give away some fab competition prizes 



W" 0 CELEBRATE THEIR OVERWHELMING 
success with Pod, Ubi Soft have 
decided to give away £1000 
worth of free goodies to more 
than a few PC Zone readers. Here's 
what you can win: 


I st Prize —- 

A top of the range 
ThrustMaster steering 
wheel and a copy of Pod 
to test it with 


rd Prize 
Ten readers wi 
each receive a 
copy of Pod 


Z.nd Prize 

Five lucky readers will each receive Pod Puffa jackets, 
each with a copy of Pod tucked up their sleeves 



All you've got to do to enter our fab compo is screw your eyes up 
really really tight, stare at the two screenshots (right) for absolutely 
ages, and try your utmost to work out which screenshot is taken 
from the normal Windows 95 version of Pod, and which is from the 
visually stunning 3Dfx version. Once you've done that, fill out the 
details below, send the form in to us (to reach us not later than 
1 June 1997) and we'll notify you if you've come up trumps. 


difference 


Spot the 


I have used my superior skills of detection to ascertain that the 
3Dfx version of Pod is shown in: 


I I Picture A 
H Picture B 


(Please tick one only) 


Name: 

Job Title: 
Company Name: 
Address: 


Postcode: 

Daytime phone number: 


□ Please tick if you do not wish to receive details of further special offers or 
new products from other companies. 


□ Tick if under 18 years of age. 

Please tick one only: □ Are you a current subscriber? □ Are you a regular reader? □ Are you an irregular reader? 

Terms and conditions: All usual restrictions apply, for a copy of the rules please 
write to PC Zone at the usual address. All entries must be received by 1 June 1997. 
Send this coupon to: PC Zone/Ubi Soft competition (CPCZ75B), Bradley Pavilions, 
Bradley Stoke North, Bristol BS12 OBQ, UK. 
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...and 

any league 



The million-selling Premier Manager 
series is legendary. Unsurpassed 
critical acclaim makes it the role-model 
for all soccer management games. 

The release of Premier 
Manager’97 heralds a new 
era in soccer management 
on PC CD-ROM 

Now watch every match as it is played, with new 
ive interactive commentary from football’s 
finest, Barry Davies. 


AVAILABLE ON 




ittp: wwvi 


ltp://ww*tgremlin. to.uk 


~/T7 


PlayStation 


1997 Gremlin Interactive Ltd. All rights reserved. Actual is a registered trademark ol Gremlin Interactive Ltd. 
Carver House, 2-4 Carver Street, Shetfield SI 4FS. Tel: +44 (0) 114 279 9020 Fax: +44 (0) 114 273 8601 
Website: http:Wwww.gremlin.co.uk All trademarks are the properties of their respective holders. 
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AUTUMN 1997 









During the day Rob delivers small packages 
via motorcycle. In the evenings he delivers a 
devastating payload via twin Pratt and Whitney 

F119-PW-100 turbofans 

\ 

\ \ 

\ \ 





INTERACTIVE 

MAGIC 


iF-22 Raptor. An airforce of one 


Experience the extremes - the ultimate fighter in the 
definitive sim. 

Unleash the lethal power and devastating arsenal of the 
most advanced combat aircraft ever to leave the runway. 
Shatter the silence of nuarter of a million square miles in 
a 3D world of mountains, valleys and omnipresent danger. 
Nothing else delivers the same rush. 


Over 250,000 square miles of photo 
realistic terrain rendered from real 
satellite photos and elevation data 


Truly dynamic campaign system - never 
the same missions twice 


Active cockpit with on-screen switches 
and controls are not just for looks, 
they’re fully functional 


Huge variety of planes and vehicles, 
all actively participating in the ground 
and air war 


Gingers Court, First Floor, 36a High Street, Bracknell RG12 1 HE • Tel: 01344 409399 • www.imagicgames.co.uk 

iF-22 Raptor is a trademark of Interactive Magic. Windows 95 is a registered trademark of Microsoft Corporation. All other trademarks are the property of their respective owners. 
Cover illustration by aviation airbrush artist Dru Blair of Blair Art Studios. ©Copyright 1997 Interactive Magic. All rights reserved. 







Monkey Islanc 
LucasArts’ HQ 
with two of th 
producing wha 
most keenly a^ 
and refused tc 
revealed - wel 
something. 
















f 




* 


I 

I 



Island 




HE MONKEY ISLAND GAMES ARE 
held by all those who know them 
in a kind of revered state of 
wonderfulness, so much so, that 
to criticise either in the Zone office 
would be tantamount to wishing a severe 
bout of herpes on the Queen Mother while in 
conversation with an elderly relative at a family gathering. 

So why have so many been taken in by Monkey's spell? 

What makes it so special? 

Maybe it's the fact that when the first game came out 
way back in 1990 the PC was just beginning to stand up as a 

games platform. Mention Monkey Island and people automatically go misty-eyed and hark back to those days 
of the 386 as the memories and anecdotes just come flooding back. Ask what made the Monkey games so 
memorable and as well as numerous looks of loathing you'll get a number of similar ripostes: "They were just 
so funny." "They were real adventure games, not the kind of lightweight crap you get nowadays." "You got 
gameplay by the bucketload instead of fancy graphics." 

So the graphics were crap? "No! The graphics were brilliant." 

"The characters and storyline were just excellent." Etc, etc. 

Another classic in the making? 

The fact that people still talk about Monkey Island some seven years after the first game was released and that 
it's currently doing massively well as a budget title on the Virgin White Label range is testament itself that the 
Monkey games will indeed go down in history as gaming classics. People still remember the characters, such as 
Stan the second-hand ship salesman and fondly recall the incidents like the insult fight just as fondly as they 
might a scene from TV’s Black Adder or a character from The Fast Show. 

A while back LucasArts declared that they wouldn't be making another Monkey game. Ron Gilbert had left 
the company and few people (including at this point LucasArts) felt that they could ever expect to emulate or 
even better the humour, characterisation and storyline of Monkey's creator, let alone take on the responsibility 
and shoulder the massive expectation of the world's adventure gamers. In short, who would be mad enough to 
even attempt to try and top what had gone before? 

We spoke to co-producers Jonathon Ackley and Larry Ahern, as we thought it only fair to give them the 
chance to explain themselves... 


PC Zone: LucasArts said that after Monkey 2 they’d 
never do another Monkey Island game. What changed 
your minds? 

Larry: We have no idea. I guess nobody bothered to 
tell us that we weren't supposed to do one. 
Jonathon: We wanted to do this game because 
we’re Monkey Island fans. Guybrush is a fun character 
and we just knew that we'd have a great time thinking 
up scenarios for him. 

PC Zone: Where did you start? 

Larrv: As we began to work on the puzzles, we 
knew that we could get into a lot more piratey 
situations. We really wanted the player to do more 
swash-buckley things, like firing a cannon at another 
ship and other cool pirate things. We couldn't do 
these things before because we were limited by 
the technology we were using. 

Jonathon: When we looked back at Monkey, the 
thing that really stood out was the non-linearity - 
in particular the three-trial structure on Melee island. 
In Monkey 3 there are actually two different islands 
and each has a three or five-trial structure, so if you 
get stuck you'll be able to go and explore another, and 
if you get stuck there move on to another. We didn’t 
want people to just get stuck and frustrated, so we 
designed it so you can go back and forth and solve 
the puzzles in just about any order. 

We didn't want people to hit a brick wall and jgst 
get bored because there wasn't anything interesting or 
funny to do. You'll always hit a brick wall eventually, it 


With special 

GUYBRUSH 


guest stars... 

ELAINE LECHUCK 
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rjgwjgl (FIRST RELEASED IN 1990) 

The Secret Of Monkey Island is still heralded as one of the funniest adventure games ever 
to swash its way across a computer screen. Ron Gilbert's tale of a young pirate wannabe 
trying to earn his stripes had everything a good adventure game could possibly need: a 
strong, clever storyline, brilliant dialogue, extremely well-structured puzzles, and length. 

The tale told of Guybrush Threepwood, embarking upon the Three Trials that every 
pirate cadet needs to pass, went on to chart Guybrush's discovery of the fabled Monkey 
Island and finally saw him fighting the evil ghost pirate LeChuck and saving his beloved 
Governor Marley. 

Among the many delights on offer was a truly brilliant sword fighting section (rather 
than landing the player with an annoying action sub-game in the middle of things, each 
sword fight took the form of trading insults with your opponent. Work out the correct 
response to a particular cutting remark and you'd gain the upper hand), and a bizarre 
supporting cast including voodoo priestesses, out of work pirates, a used-ship salesman 
and the amazing, stupendous, astounding, etc Fettucini Brothers (a travelling circus troupe). 

Monkey Island practically re-invented the adventure game and is still one of the most 
playable titles today. A true classic. 


JgTgCT^^MjFIRST RELEASED IN 1991) 

Monkey Isiand 2 appeared a year or so after the original and while not quite as ground¬ 
breaking as its predecessor, it was (and still is) one of the best adventure games around, 
and a damn fine sequel to boot. Again penned by the annoyingly talented Ron Gilbert, 
Monkey Island 2 this time saw Guybrush having to reface his (im)mortal enemy LeChuck, 
who had risen from the grave and was intent on revenge. 

The game opened up Guybrush's world, allowing him to travel to a number of different 
islands, encountering all manner of weird and wonderful characters (including a famous 
spitting contest scene), before finally putting paid to LeChuck for good. Or so he thinks. 

The strangest thing about the sequel (and the one area that the new game will find 
hardest to explain) was the game's ending. If you don't want to know what happened 
skip the rest of this paragraph, but essentially the game ended with Guybrush waking 
up as a small child in a present-day funfair, as if to say that the past two games had all 
been one big dream. A cop-out ending perhaps, but after providing us with hours of the 
most enjoyable gaming ever, you can forgive them. 


The first Monkey Island game 
(left) had a very distinctive look 
and used an innovative and 
very easy to use interface. It 
even starred Scary Spice. 

The sequel (right) looked a little 
more polished, but still retained 
all the charm and humour of 
the original release. 


In case vou didn’t know 


A happens with every adventure game, otherwise it wouldn't be 
a challenge. We want the puzzles to be hard, but at the same 
time we wanted the environment to be full of characters and 
interactive, so when you hit a brick wall, at least there's 
something to keep you amused until you find your way again. 
PC Zone: The game looks (creep) gorgeous. What's 
enabled you to make the graphics so much better than, 
say, The Dig ? 

Larry: The first noticeable difference is that we have the 
'SCUMM' system running in 640x480 resolution. In addition 
to that, we have a system that allows us to use hand-drawn, 
fully anti-aliased characters, both in the cut-scenes and 
interactively, so it's really hard to even notice pixels (but 
there are a few). Plus, we just tried to make really, really 
neat art, and I guess it paid off. 

Jonathon: Allowing our artists to do their animating on 
paper rather than on the computer has allowed for some 
really dynamic animations. But we know that art is just 
part of the equation. The Dig was successful because of its 
strong gameplay. We know Monkey fans expect a great game 
as well as a great-looking game. Full Throttle, for example, 
had such a punch because of the way the video cuts were 
implemented. What we want to do with Monkey 3 is give it 
all the punch of Full Throttle, but still retain the depth of 
play of games like Monkey Island 2 anti Indiana Jones And 
The Fate Of Atlantis. We were very conscious of wanting to 
go back to the true style of gameplay that made the Monkey 
games so popular. Having said that, I thought that Full 
Throttle was a good game, it just wasn't long enough. 

PC Zone: The way the last game ended must have made 
it difficult for you. How will Curse take up the story? 

Larry: It wasn't really a problem for us, but at the same 
time we didn't want to ignore what had happened at the end 
of Monkey 2. So without giving too much away, Curse starts 
with Guybrush not being fully aware of what’s happened 
himself, although he thinks it's got something to do with 
some kind of voodoo curse. Hopefully, as you play the game 
you’ll slowly start to figure out what has happened, but in 
a very subtle way. The idea is that for people who haven't 
played Monkey 1 and 2, or haven't played them in a while, 
things will still become clear, but at the same time you'll 
be able to skip past them if you want to. 

PC Zone: Just like Full Throttle, Monkey 3 has some 
'arcadey' bits in it. Some people criticised Full Throttle for 
this reason, so why have you decided to include them? 
Larry: Because the 'arcadey' bits in The Curse Of Monkey 
Island are just so darn fun. 

Jonathon: The arcade sequences are very simple and 


The graphics in the latest game are so 
detailed it's hard to tell what's in-game 
and what's not. (Below left). Although 
there will be cut scenes in Curse, they 
will be kept short so as not to distract 
the player from the task in hand. 


easy to learn. However, we know that many adventure 
gamers aren't thrilled by the idea of "pulse-pounding action" 
or "split-second timing." So, at the appropriate time during 
the game, the player can select the "Extremely Unchallenging 
mode". It's still good fun, but we guarantee that no one will 
be stuck in the arcade sequences unless they feel that they're 
up for the challenge. 

PC Zone: Please can you explain how the interactive icon 
thingummybob works? 

Larry: It's similar to the ‘pop-up’ interface from Full 
Throttle, but we’ve made some additions to increase the 
level of interactivity. As in Full Throttle, the 'pop-up' inter¬ 
face allows objects in a room to be examined, talked to and 
manipulated. In Curse Of Monkey Island, you can also use 
the ’pop-up’ interface on items in your inventory. In 
Full Throttle you could use your inventory objects with 
room objects. You can still do this in Monkey 3, but A 
the new interface also allows inventory objects to be 
used and combined with other inventory objects. It 
really opens up a lot of puzzle possibilities. 

PC Zone: How do you feel the characters 
(especially Guybrush) have developed since the 
first game? 

Larry: Guybrush started out as a fairly naive pirate 


Publisher: VIE 


Website: www.LucasArts.com 


Release Date: September 
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Larry Ahem (below left) began his 
LucasArts career as an animator on 
Monkey Island 2, and later went on 
to work on both Day Of The Tentacle 
and Full Throttle as lead animator. 
Jonathon Ackley (below right) worked 
as a programmer on Day Of The 
Tentacle, Full Throttle and The Dig. 
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wannabe, and through his many heroic adventures, has pretty 
much evolved into a na'ive pirate. He's quicker with his wits 
than in his younger days, but when it comes to women he 
still retains that wonderfully worthless quality that melted 
Elaine's heart so long ago. And he's shaved his beard. 

LeChuck is still pathetically obsessed with destroying 
Guybrush and winning Elaine, and is as rotten (literally) as 
ever. That is, until he gets killed (this is the third time now) 
in a horrible voodoo fireball, and transformed into a demon 
pirate with a flaming beard (great for scaring other sailors 
senseless, bad for chapped lips). 

And Elaine still kicks butt - at least until Guybrush bungles 
things for her. Other than that, there are a few of your other 
favourite characters returning from the first two games, but 
we'll keep them a surprise for now. 

PC Zone: Are the Monkey Island characters based on 
anyone in particular? 

Larry: We'd like to think that there's a little bit of 
Guybrush in us all and that... I mean, no, not really. 

PC Zone: Who's your favourite character in the game? 
Larry: Murray, the demonic skull. He wants so desperately 
to scare someone. Maybe it'll be you. 

Jonathon: I'm quite fond of Edward Van Helgen... the 
famous barber-duellist. 

PC Zone: Tell me your favourite joke. 

Jonathon: Okay, so these two trapeze artists walk into 
a bar... Oh, you mean from the game? 

PC Zone: Okay, so what's your favourite comic incident 
from TV/film? 

Larry: I recently saw the film Arizona Dream, and this girl 
is suicidal and mad at her mom, so during a dinner party 
she takes off her pantyhose, goes upstairs to the balcony 
and tries to hang herself from the chandelier, but it doesn't 
work because it stretches to the ground. So it becomes this 
comical bungee-hanging. And Mom ignores the daughter 
because apparently she does it all the time. 

Jonathon: Good heavens, Larry! 

PC Zone: If only we had that kind of cable over here. 

So you’ve just had a hard day at the office, being funny and 
writing gags and all you want to do is go home, crack open a 
beer and smile. Who do you turn to. Who makes you laugh? 
Larrv: The Kids In The Hall, Dilbert and Jim Nabors. 
Jonathon: Woody Allen, Jerry Seinfeld, Kermit the Frog. 

PC Zone: Thanks Jonathon, at least our readers will know 
who you're going on about. So Larry, what does it feel like 
having the expectation of the world's gaming adventure 
gamers creaming themselves over what will surely be one 
of the games of the year? 

Larrv: We feel really lucky to have such a large audience 
anticipating the release of the product. 

Jonathon: There are a lot of people here at LucasArts 
who want to make sure that The Curse Of Monkey Island is 
done right. So it’s meant a great deal to me when I’ve been 
stopped in the halls and co-workers have told me that they 
have seen the game and that they're really excited by how 
it's turning out. 

PC Zone: People say there are different types of inter¬ 
national humour (British humour is considered very different 
from American, say). How have you tackled this in Monkey 3? 
Larry: The first two Monkey Island games seem to have 
translated wonderfully in foreign markets. We just tried to 
stay true to the style of those games. That, and we added 
a few more gross jokes for good measure. 

PC Zone: What makes Monkey 3 different from the 
previous two games? ^ 


“M/e can guarantee that The Curse Of 
Monkey Island will contain more 
monkeys than Monkey 1 &2 combined” 

Larry Ahern , Co-Producer 







4 Larry: I would have to say that it's monkeys. In fact, we 
made a nice bar graph for our design document, showing the 
relative amount of monkeys in each of the three games. And, 
in fact, we can guarantee that The Curse Of Monkey Island 
will contain more monkeys than Monkey 1 6t 2 combined. 
Although it looks like it's gonna end up having more 
fast-food proprietors and hair stylists as well. 

Jonathon: Besides that, and the obvious huge leap 
forward in production values, we wanted to give players 
much of the same kind of gaming experience 
that they got from Monkey 1 Et 2 (in both 
the feel and the length of the game). 

Then, of course, there's LeChuck's 
transformation into an undead 
demonic hellspawn, and 
Guybrush and Elaine and that 
whole sexual tension thing, 
but otherwise it's business as 
usual deep in the Caribbean. 

PC' Zone: So why are you 
confident that it will be 
better? 

Jonathon: Because 
when you have a fun set 
of characters like these, 
and two great products that 
came before, there's quite a good 
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blueprint to build from. And we like to try and one-up 
ourselves each time. We think we were able to identify 
a lot of the elements that worked best from our previous 
graphic adventures and combine those into Curse. And, 
you know, it's the latest thing, and it's new and improved 
and all that. So, how can you lose? 

PC Zone: So when can we expect Monkey 4? 

Larry: We'll never make a Monkey 4... maybe. 

PC Zone: Would you like to do a 3D adventure? 

Larry: We'll never do a 3D adventure... unless... 

PC Zone: Okay, we get the picture. So what other 
adventure games have impressed you? (In other words, 
when you have time, what do you play?) 

Larry: In terms of visuals, I liked The Neverhood and 9. 
Jonathon: Using my tax software was a real adventure. 

It had hours of gameplay value. 

PC Zone: You’ve been working on Monkey 3 for nearly two 
years now, do you still find it funny and rewarding? 


Jonathon: It's hard 
sometimes because we're 
so close to it, but when 
^ something new comes 
together you finally 
get to see how the guys 
have animated a scene, or 
how they've implemented 
a certain sound effect, and 
I still can't help smiling to 
myself. It's a very funny game, 
we're sure of that. 

Larry: It’s great seeing all the 
characters come to life, and see the 
gag that you've written finally come together 
on-screen. It's like you know the punch-line, but it 
just comes alive and cracks me up. The characters are just 
so strong, they make things humorous, because we know 
them so well. It's like we put them into situations and then 
wait for them to react. The humour sort of comes from 
within itself. We're really happy with the way it’s going. 

PC Zone: What question are you glad I haven't asked? 
Larry: What's that weird thing hanging off your nose? 
Jonathon: Do you think those earrings really go with 
your dress? 

Zone: And, what’s the answer? 

What thing on my nose? 

• It's the bustle, isn’t it? C’mon, you can tell 
me - is the bustle too much? 0 


(Top) Just like Full Throttle, The Curse 
Of Monkey Island will feature 'arcade' 
style segments that permeate the plot. 
There will be an option to side-step 
these however, if the player would 
rather stick to good old-fashioned 
point and click adventurin'. 


A new way of doing things... 
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OPPONENTS FROM ALL ROUND THE WORLD 


POD is the fastest, meanest racing game ever. And it’s 
the only game that lets you play opponents worldwide 
- in split screen, link, over the Net, LAN or modem in 
any combination. It’s also the first to harness the full 


potential of MMX™, 3DFX and Pentium. POD comes 
with 16 tracks and 8 cars and from May 1, you can 
download 2 new tracks and a new car free via the Net. 
Try the shareware and catch the bug! 


.pc». 

“A classy, impressive arcade blast” 4/5 Stars CGW “One of the best arcade racers on the PC” 90 % 


Ubi Soft 


http://www.ubisoft.com 


©Ubi Soft 1997. Ubi Soft Ltd., Vantage House, 1 Weir Road, Wimbledon, London, SW19 8UX • 0181 944 9000 
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(Top) “We're going to have lots of highly realistic underwater scenes." 

(Bottom) Power-ups for Blood include: invulnerability ("pretty 
standard"), reflective shots ("reflect damage of vector weapons back 
at the firer"), medkit ("a la Nukem"), jump boots 
("obvious"), and armour ("three different types, 
protecting you against physical, fire and spirit 
damage"). Here our hero is invisible and 
has 'guns akimbo'. 



Blood might not be as technically 
adept as the big Q, but you can rest 
assured that it will be a lorra, lorra 
fun nevertheless. 
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David McCandless went to 
Seattle with EIDOS to see 
trendy developers Monolith 
and their new gore ’em up. 
Blood. Apparently, according 
to our Stateside taxi drivers, 
our petrol is “too expensive” 
and our currency is “the 
shilling”. Isn’t that just 

© fascinating? 

HE FIRST MONOLITH BOD I MANAGED TO 
pin down to bombard with questions was 
Jason Hall. He's a nauseating 25 years old 
and already the Chief Executive Officer of 
a 70-strong games company, courted by the 
infinite credit cards of companies like EIDOS. In fact, 
nobody around the plush conference room table in their 
Seattle HQ looks a day over 30. They're a mish-mash 
of coders and designers and we're here to chew the fat 
about Blood, their first major game. It's a 3D shooter no 
less, using an enhanced version of Duke Nukem's Build 
engine. It's got a kind of weird Doom-y, Hexen-y, Duke-y 
kinda feel to it, with some healthy B-movie/zombie film 
influences tossed in. 

But first of all, here's how he describes this new ’fash’ of 
a development house gaining overnight success: "Monolith 
started as a demo group. We hung out, played games, made 
demos together. We stuck a demo on a CD and somehow - 
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magically - Microsoft got hold of it, so they got us to 
code their Windows 95 games sampler CD. We wound up 
talking to all the largest software developers and publishers, 
all the key players in the industry. And we went on from 
there." He ends by saying: "...and Monolith's philosophy is 
for team work, a family." 

Hmmmmm. This may sound like SAMB to you (Shiny 
American Marketing Bollocks) and it is SAMB to a certain 
extent - but wandering around Monolith's Seattle HQ, you 
feel a nice warm loving ambience. Ooh, you espy a little 
arcade machine room. And wow - free soft drinks. Gosh, 
a big fat Pentium on every desk. Everyone's playing games. 
Sporadic deathmatches flare up around the 'campus'. Healthy 
abuse bounces around the acoustic partitions. Company field 
trips have been organised to the premieres of every new sci-fi 
film. As a place of work, Monolith - in Seattle geek speak - 
is definitely 'cool' (pronounced 'kohl'). 

Fair enough. But let's see how Nick Newhard, designer 
stroke lead programmer and Craig Hubbard, level designer, 
plus the oh-so-youthful Jason handle a grilling from the 
PC Zone lnterview-o-tron™. (What? - Ed) 

PCZ: Okay Quentins, let's start on a fairly tame opener. 

What's the plot of Blood? 

Nick: You're part of a cabal. A cult. But you've been thrown 
down by the person you worshipped and worked for. 

PCZ: That's it? 

Nick: No. You're not just good versus evil. You're ew'/trying 
to fight a bigger evil. There’s no specific time frame. The 
setting combines the futuristic with a different, supernatural 
industrial revolution. It also has voodoo in it. 

PCZ: Yeah, sounds quite impressive. Give us some examples 
of why Blood is so cool. 

Nick: Everything can be blown up. 

PCZ: Everything? 

Craig: Everything. You can destroy anything, right down to 
the signs on the walls. Unlike Duke, we have somewhere in 
the region of 30 different chip types. Burning wood, regular 
wood, metal, rocks, plants. Pretty much everything can be 
destroyed and pretty much everything has its own individual 
look when it gets wrecked. 

PCZ: Are you going for interactive elements a la Strife ? 

Nick: There’s no talking. There are no allies. However, there 
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I (Above) The infinitely dispensable mimes are fried alive. 

(Right) "You've been watching too much telly mate!" 

-o 

are innocents. You can destroy them all. We have mime 
artists. I don't know what it's like in the UK, but everyone 
here hates them. So it's okay to kill them. There's a carnival 
level where they all hang out. You can kill them without 
any pay back. 

Craig: They're fodder. 

Nick: Yeah, they're fodder. 

PCZ: What about all those interactive scenery doobries 
which make Duke so popular? 

Craig: Well, there's a mine level with a cart you can ride 
in. Another one's a train level - you're literally on a moving 
train. 

Nick: There’s a lot more character voice and interacting 
with items. 

Craig: There's a pretty solid puzzle element and lots of 
Indiana Jones -style traps. 

PCZ: So far so good but, as we all know, a 3D shooter rises 
or falls by the quality of its ordnance. Bloods weapons better 
be good. 

Nick: They are. You start with a pitchfork. It's good against 
some monsters, not so against others. Oh, but it’s very good 
against other players in deathmatch. Then you get a flare 
pistol - single-fire flares which will stick into an opponent 
and burn them until it goes out. You can hit them with 


several or plant them in different places. Some weapons 
have alternate modes of firing. The flare gun fires eight 
flares simultaneously in a starburst pattern. 

Craig: You've got dynamite as well. 

Nick: Yeah, bundles of TNT. You can throw it, or 
you can light it and drop it. So you can run around 
dropping lit TNT as you go. It works really well. 

Craig: Then there's the shotgun. Single or double- 
barrel. It certainly has the true deathmatch feel 
of Doom 2 compared to the impotent Duke 
Nukem shotgun. 

Nick: And, more importantly, the impotent Quake shotgun. 
You might as well be thumbing your nose at a player, 
it would do more damage. 

Jason: We like both of those games. But it's nothing 
compared to Doom 2. You don't get the deathmatch 
speed. 

PCZ: What other weaps you got? 

Nick: There's a Tommy gun. It has a rapid fire, straight 
ahead shot and also a spread where it strafes the gun 
back and forth. And then there’s the incinerator or 
napalm cannon. It fires large fireballs. 

PCZ: You guys keep going on about Doom 
deathmatch. You going to have a BFG in Blood? 

Nick: We have some weapons in the reg version which 
are comparable in power and complexity to the BFG. 
Namely, the voodoo doll. 

PCZ: Voodoo doll? Flow does that work? 
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One of Bloods major innovations 
is the use of 'voxels'. You don't 
know what a voxel is? Phone Nick 
Newhard, designer on Blood, "Well, 
in computer 30 terminology they're 
called 'volumetric pixels', or voxels. 
In Blood you can view items such as 
weapons from any angle - including 
above - and you see the true angle. 
They're 3D sprites, if you like, as 
opposed to single-sided sprites." 


T^HjoxLujcjL detail A 


Developer: Monolith 


Publisher: EIDOS Interactive 

Websites: www.blood.com and 
www.lith.com 


^Release Date: June 
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Jason: It's cool. It works on line of sight. You pick it up and 
then you'll just start stabbing the doll and you'll be looking 
at the person way off down the hall or something. They’ll 
go blind. Their screen goes black. 

Nick: There are different effects depending on where you 
hit it. 

Jason: Yeah, so if you hit them in the eye, the player goes 
blind. Also there's one when you hit them in the... ah... 
special spot. It does double the damage. The shoulder one 
makes the weapon drop. So it's really cool when somebody's 
shooting you with the shotgun and you're stabbing the doll. 
They're dropping their gun, going blind, running in circles. 

It’s really funny. 

PCZ: And you’re using all these cool weapons against what 
exactly? 

Nick: You have rats and bats - but they're mainly nuisance 
creatures. You've got other cultists - armed with Tommy guns 
and shotguns. Zombies, gargoyles. Er, there are bone eels 
underwater. In the registered version there's The GillBeast 
Creature - a very large human piranha, gaping mouth, 
loads of teeth. Like The Creature from the Blue Lagoon. 

PCZ: But is the Al better than Doom or Duke's? 

Nick: The Al is a lot faster than Doom or Duke's. In those 
games the monsters tended to walk back and forth in your 
general direction. In Nukem they got better, they would 
come at you. In Blood the monsters are rapid - they find 
you quickly - they come at you as fast as they can. 

Craig: And they dodge. 

Nick: Yeah, they dodge. 

Jason: The best thing about the monsters in Blood is that 
everyone has the capability of killing you. None of them 
are a joke. 

PCZ: What else is in Blood that isn't in Duke? 

Nick: Our crouching is different and better. You're a 
smaller target. 

Craig: Yeah, but it's more than that. We have true hit 
location for our characters. 

PCZ: True hit quoi? 

Nick: If you shoot somebody under 
the arm the animation frame is 
such that the shot should pass 
under it - it'll go underneath 
it, and not hit the player. 

Craig: When you shoot a tree 
you’ll actually see the impact. 

Not just on it. 

Hit location is completely different to something like 
Shadow Warrior or Quake. Especially with the shotgun. 
PCZ: Interesting... anything else? 

Nick: In the registered version we’ll have a blood-lust 
mode. After killing a succession of enemies your blood- 
lust meter will rise and as soon as it reaches a certain 
point, it will actually transmogrify into a beast-like 
creature which can take far more damage. At that point, 


I Guess who's been to Calais and bought some bangers? 

---o 

you become a close-combat melee creature. Temporarily. 
Blood-lust will drop and you’ll warp back into a human 
again. But if you keep killing people... 

Craig: So if one player reaches that stage in a multi-player 
game with a load of people, everyone will stop and try to 
take him out, because he will have become so powerful and 
won’t stop killing people. Or everyone will run and hide. 

Nick: A bit like Quake's QuadDamage mode. Ducking and 
jumping is better in Blood. You can duck behind things, 
jump over things... you have the feel of being in an action 
film. Especially in multi-player mode, ducking behind 
counters and tombstones. 

Craig: Especially with guns akimbo - you begin to feel 
like you're in a John Woo film. 

Nick: Leaping out of windows, turning in mid-air and 
firing a rocket (as you're ducking). 

PCZ: So what's going to be different about your deathmatch? 
Jason: Bloodbath. Not deathmatch. 

PCZ: Oh apologies. Bloodbath? 

Jason: Ours is going to recreate the feel of Doom 2 
deathmatch. 

Craig: You play a lot of 3D games these days and the 
rocket launcher is the be-all and end-all. Same thing with 
Quake. In Blood players pretty much use all the weapons. 

Each one has a use: the shotgun's very effective at medium 
and short ranges, and the Tommy gun's very good at long 
range. The rocket launcher's great for getting loads of kills 
and overpowering people. No weapon is underpowered so 
that one can be all-powerful. 

Jason: We played them all until we got a really good balance. 
Nick: Yeah, and we're going to have loads of configurable 
options in deathmatch. Respawning all that stuff. Plus a 
Blood Soccer match where you kick a head about, and 
BJoodFeuds, which is kinda like Capture The Flag. 

Jason: You'll also be able to choose to respawn furthest 
away from an opponent or closest to a weapon. 

PCZ: Okay, okay, okay. You guys obviously have loads of 
great ideas. But you're using the Build engine. Now, in 
the post -Quake universe, don't you think that it’s a bit 
old-fashioned? 

Nick: Yeah, okay agreed. There's a presentation issue 
there. Obviously we're using an older engine. But what 
you really have to remember here is that we're actually 
concentrating on story and gameplay rather than on 
the engine we're using. 

Jason: Besides, it’s an advanced version of that engine, 
and we can blow everything up. Unlike Duke, we can 
have rooms above rooms and bridges. 

Nick: Basically Blood is really enjoyable, really playable. 

It's a great single-player game, and a great multi-player 
game as well. I mean, given that, what more could you 
possibly want? 

PCZ: Large pots of cash and an island? 

Nick: There is that. 0 


Can the voodoo doll really be the answer to the BFG? 

-O 
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ELECTRONIC ARTS 


The best space combat engine bar none, 

niQ/ PC Zone, May 97 


Beauty is in the eye of the controller. 





The mast beautifully rendered, 
fully-realised space combat 
adventure ever created. 

It's a heavenly way ta die. 



PlayStation and Sega Saturn 
versions available soon. 


For mare info, call 01753 546 465, email uk-suppart@ea.cam, or write to Electronic Rrts, P.13. Bax 835, Slough, Berkshire SL3 8XU. 


1017 Page Safi ware ltd. the Flags- Software 
firt\ in the united States and/or other count 


iriidemark of Huge Software, nark light Conflict, electronic flrts and the Cl 
ighls reserved. SI Ml and Si CP Solum ure trademarks uf Sega f-nterpri. 


runic Clrts loan are tratlernui k s in r eye 
Ur). and PlayStation ore l.rodetnui 


*// trademarks of electronic 
i snny entertainment Inc. 
















You'll be swept off your feet by the next 
generation Blaster CD iNFRA™ drive. 

It's the first to boast a sensational, built-in infra red 
remote control receiver. 

Together with Blaster iNFRA™ remote, a credit card size 
remote controller, the superior technology of this CD-ROM 
drive will give you unprecedented remote control power. 
You can surf the Web and give PC presentations without 
using your mouse, for a start. 

What's more, the Blaster CD iNFRA™ has amazing 
features such as Speed on Demand, Voice Read, Auto 
Speed Selection for Video CDs and Enhanced 
Autoplay capability. 

You can either buy the Blaster CD iNFRA™ 
drive on its own or as part of a highly 
affordable Sound Blaster upgrade kit. 

Now you can zap your PC through the 
greatest graphics and stunning sound 
of today's newest, most dynamic 
software applications as well as 
power surf the Internet. 

See why Blaster CD iNFRA™ 
points the way. Today. 


To find out what products are available in this range, visit our 
World Wide Web site 'Creative Zone' (www.creativelabs.com) 

Or contact the Creative Labs Presales Department on 01245 265 265 


CREATIVE 
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your PC into the FI6Xt 
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When not mouse-clicking 
their fingers down to the 
cartilage completing Hexen 2 , 
our friends at Raven Software 
are busy on their next project 
- a top-down spell ’em up. 
David McCandless casts a 
’Magic Eye’ spell. 


EADY YOURSELF. AN EPIC STORYLINE 
doth approach... It was a depressing 
month by all accounts for the Ancient 
Lands. Mages In Gowns had lost the cup 
to second division Forest Elves In Bodkins. 

The fit bird had left the local on-going mystery play - 
Broo'Ksi-de: The Close ("a story of everyday cross-bred 
villagers”). And - woodentyaknowit - the entire 
civilisation of the world was wiped out by 'StarFall', 

40 days and nights of meteorite bombardment. Doh. 

So, basically, loads of people got killed, and even those 
who survived found themselves dying horribly in the 
irradiated ruins of their former cities, surrounded by eerie 
glowing 'StarStones'. As centuries passed, and men coupled 
with women (bonking incessantly in fact to rebuild human¬ 
kind), wise men gathered these magical rocks and slowly 




worked out how to harness their power. After a couple of 
disasters (a couple of accidental earthquakes, one or two 
thermonuclear explosions - that kind of thing), some clever 
bod finally made a SunOrb, a big shiny grapefruit type device 
made of crushed StarStone. Then somebody else managed to 
melt the rocks into artefacts, so more precise trickery and 
spellcasting was possible. And then finally, a few wizards 
working in concert or ‘clans' forged seven all-singing, all¬ 
dancing, all-powerful super-relics. But, of course, there 
were some baddies who wanted a bit of relic action. So 
a big scrap occurred. The evil LoreThanes on one side, the 
shiny Mageslayers on the other. 

fight! fight! fight! Etc 

So after much argy-bargy and fisticuffs, the Mageslayers 
were triumphant, having kicked the LoreThanes' arses. Peace 
reigned. The fit bird got her own show. Everyone was happy. 
Oh, except that there's a gathering darkness enveloping the 
world and the cataclysmic conflict with the LoreThanes will 
seem like a minor skirmish compared to the years of evil and 
torture and agony which are approaching... 

So, basically, you are a Mageslayer. A rough, tough ninja 
with spells instead of shurikens and a bodkin instead of an 
all-in-one black leotard. Just for reference, Mageslayers are 
expected to hold their breath for four minutes; scale sheer 
rock cliffs; be deadly in the art of sword, poisons, bow and 
hand; heal and cast spells and magic. Your quest: to recover 
all seven ninjascopic relics and kick big nasty baddy butt. 

As you’ve probably gathered, Mageslayer uses what we 
professionals call 'a Gauntlet metaphor', after the immensely 



Few people will fail to be captivated 
by Mageslayer's graphical lushness. 
From what we've seen. Raven 
Software have kept it fast too. 
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Although it will sport RPG elements, 
Raven maintain that Mageslayer will 
be very similar to Quake in terms of 
feel and pace. We can't wait. 


If you're one of the few to have a 3Dfx or Matrox board in your machine, you'll be treated to gorgeous 16-bit colour visuals. 

-O 


popular, immensely old top-down Tolkien 'em up of the 
same name. Steve Raffle, president of Raven Software 
agrees: "Yeah, we wanted to try something a little different 
from first-person games but still keep that level of action. 

We figured it would be cool if you could see your player and 
what sort of spells you were shooting out, and kind of get a 
feel for everything that is happening around you." 

Raven Software you may remember from such games 
as ShadowCaster, Heretic, Hexen, and their age-old Amiga 
classic, Dark Crypt Examining their discography, you can see 
a pattern emerging: Fantasy. Codpieces. Helmets. Dwarves. 
Leather Armour. Broadswords. Anvils. Ahem. Yes, that's right. 
They're all healthy young men with an interest in role-playing 
games. (That’ll do - PC Zone Lawyer) 

Mageslayer is no exception. For starters, you can choose 
from four character classes. Worlock are fairly run of the mill 
magic users with all-round competence in most disciplines. 
Earth Lords are stout dwarfish fellows (with hammers, natch) 
with nice, earthy spells, while Arch Demons are masters of 
fire - fireballs, firewhips, Catherine Wheels, you name it - 
and look like demons. Or you can opt to be an Inquisitor, 
a rather strange monicker for someone who is basically 
undead but can summon ghosts and other spirit entities. 

A Mageslayer’s puissance - if I may use such a word - 
is determined by three stats: health, speed and toughness, 
each of which can be beefed up through experience and the 
wholesale slaughter of monsties. The Nasties sound unoriginal, 
but could be fun. They include giant spiders in tombs, hideous 
wererats in sewers, and ugly trolls underground. To ensure 
maximum destruction, each character has a separate range of 
spells - all of which have individual pyrotechnic and particle 
effects viewable in the wide-angle bird's-eye view. 

The Flame Sphere, for example, fires a barrage of orange 
globules trailing wispy, transparent smoke. Nice. Force Blast 
releases a transparent morphing energy bolt which pinballs 
erratically before settling on a direct and deadly path to its 
target. Cool. Fans of Return Of The Jedi will no doubt like the 
Lightning Arc which throws chains of deadly EmperorBolts™ 
over one's opponents. Neat. And then there's the awesome 
Doom Strike which summons fire from heaven in a column 
of ferocious yellow energy particles. 


Ivor The Engine 

All these hyper-kinetic visuals and rather good-looking 
screenshots are only possible through Raven Software's 
new 2D/3D engine. It works as a kind of melding between 
the Quake engine and a more traditional sprite-based front- 
end. It has dynamic shadows and glorious, depth-increasing 
dappling effects ("The lighting effects are actually very 
Quake- like," says Raffle), plus texture-mapped effects, 
and different heights to the scenery. 

Hardware acceleration doesn't usually mean squat to 
a 2D game, but Raffle insists there will be an advantage. 

"The base version of Mageslayer will run in 8-bit colour but 
a Direct3D version will use 16-bit. We also hope to support 
Matrox and 3Dfx boards." 

And, as you'd expect from a house which has licensed 
both the Doom and Quake engines, Mageslayer has a healthy 
streak of multi-player potential in Internet and IPX LAN 
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The fast action , arcadey feel should 
appeal to Doom and Quake players 
Simon Raffle , President Raven Software 


flavours. Deathmatch and co-operative modes will be 
supported, as well as Capture The Flag and King Of the Hill 
novelty games. Raven Software also hope to implement 
a 'competition' option, where plural players race to find 
certain artefacts and complete the level. 

A final word from Raffle: "We're going for a fast 
action, arcadey feel, which will appeal to Doom and 
Quake players." Well, we put our heads together here 
at PC Zone and we reckon it's been a while since we've 
had the pleasure of a really good Gauntlet clone. And 
all this 3D first-person shoot 'em upping is getting a 
little bit bland. This being the case, we thought we'd 
include a congratulatory message for Raven Software - 
good on ya (but er, next time guys, how about less of 
the ah, dwarves and anvils?). Q 


fpu 


Developer: Raven Software 
Publisher: GT Interactive 
Website: http://204.246.1.60 

Release Date: TBC 
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The Computer Inside.™ 

©1997 Intel Corporation. *As compared to a Pentium* processor without MMX™ technology at same speed measured on Intel’s Media Benchmark. 


Guess who makes the Pentium processor even more fun? 


Among the highly trained technicians who manufac¬ 
ture Intel Pentium® processors, a certain group 
stands out. They work in the MMX™ media enhance¬ 
ment technology department and have been specially 
trained to do one thing: add fun to the Pentium 
processor. PCs that have a Pentium processor with 


MMX technology give you richer colour, fuller 
sound, smoother video and faster graphics.* 
And when combined with software designed for 
MMX technology, you’ll get the most from your 
multimedia. MMX technology from Intel. It’s 
the technical term for fun. |~V www.intel.com] 















Paul Presley visited developers 
Probe to check out their new 
3D blaster (formerly known as 
Condemned). It’s now known 
internally as ‘Project X’, and 
it’s shaping up to be the best 
game they’ve ever made... 

© ROBE SOFTWARE HAVE BEEN RESPONSIBLE 
for a more than a few games during 
their 12 years in the business, but 
none have been as technically 
advanced as this forthcoming 
Descent-style action blaster. Like Terracide 
which we previewed a couple of months 
ago, 'Project X' is an absolutely stunning 
game to look at, making fuller than full 
use of Microsoft's Direct3D software 
and supporting every 3D accelerator 
card known to man. 




~Whja±'A. Ut CL LLCU+LO. 


Adrenaline. Rush. Damnation. Condemnation. 
Aftermath. No, I haven't swallowed a Thesaurus - 
these are just some of the names that have been 
rejected by Probe and Acclaim so far. 

The main problem is that the name of choice - 
Condemned - is too similar to a forthcoming 
Microsoft game called The Condemned (can't see 
it myself). Bill Gates' army of darkness (nee: legal 
department) have put the kibosh on Acclaim using 
it sans definitive article and so at the time of 
writing, Probe are busily scratching their heads 
trying to think of something else. 

"Forsaken was one idea, although everyone 
said that it sounded like a cowboy movie," sighs 
Tony. "Damnation got knocked back on religious 
grounds. Plummet... Descent!Plummet, geddit? 
Beyond reminded everyone of an '80s software 
house. It seems like every time we come up with 
a name, we have to wait a month for the lawyers 
to come back and say, 'Sorry, you can't use it'." 

If anyone out there has any good ideas, Probe 
would like to hear from you. 


‘Project X’ is an absolutely stunning 
game to look at , making fuller than 
full use of Microsoft’s Direct 3D 
software and supporting every 3D 
accelerator card known to man. 


‘Project X’, basically, is a Descent -style shoot 'em up. 
Scavengers fly around disused (or condemned) planets, trying 
to find anything of worth, but mainly trying to kill any other 
scavengers that appear. "The project started when we played 
Descent," says project manager Tony Beckwith with a grin 
as we step out into the main office. "We simply thought 
we could do it a lot better." 

The first thing I notice is that just about everyone in 
the place is deeply absorbed in a multi-player battle of 
‘Project X'. The cynic in me might say that this was just 
too timely a coincidence and they were all told to start 
playing it when I stepped into the lift in the foyer. Thing 
is, they all seem oblivious to my presence and have that 
look of total absorption that you see in multi-player Quake 
sessions. When I ask one of the designers if he could show 
me some of the other levels, I hear cries of dismay as the 
game is stopped to load in a different map. 

“I design guns for a living” 

"Do you remember SI/I//1/?" Tony asks me as we approach a 
desk covered in Star Wars models and topped by a large alien 
pod that looks ready to explode. “Ned was the graphic artist 
on that," he says, introducing me to a man doing an uncanny 


As much detail as possible from the initial artwork for 
each object has been retained. 

-O 
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I The bikes and bikers all have distinct personalities, and slightly dubious names such as Jap-Bird, Borg-Chic and Foetoid. 
(Main picture) Some of the different bikers available. Of course, this sort of pose would never happen in a real game. 


impression of 'Q' from James Bond. "He's got better though," 
shouts someone at the back. As if to illustrate the point the 
screen shows off one of the enemy tanks from ‘Project X’ 
complete with an SW4 uftit number painted on its side. 

The rate at which computer game graphics have prog¬ 
ressed over the last few years has never failed to impress me, 
but just recently the standards are being reset almost every 
week. ‘Project X‘ is just the latest game to feature objects 
that are every bit as detailed as the initial concept drawings, 
sometimes even more so. Ned takes me through a procession 
of tanks, robots, guns and other ships, none of which would 
look out of place in an introductory FMV sequence and all of 
which move like greased lightning in the actual game. Every 
object has dozens of movable parts, swivelling turrets and 
unfolding limbs and each is festooned with light sources. 

We hit a stumbling block when Tony asks if we can take 
a look at any non-military items from the game. Everyone 
goes quiet. Finally, someone suggests taking a look at the 
texture-maps and we’re back in action. Detailed backdrops 
and wall textures flick on and off the screen, showing just 
how advanced graphic routines have come since games like 
Doom and Ultima Underworld first launched the concept of 
non-flick-screen first-person perspective games on us. As 
we take our leave of the graphics department I hear Ned 
shouting, “Sod it, I've forgotten to paint graffiti on the solar 
generator." I don’t know why, but it’s one of those quotes 
that you just wouldn't hear in any other business. 


cS*fi.(r£ tJuc. tft^TL>ie Hc c 


Remember those scientists 
that recently cloned a 
sheep? Perhaps this sinister 
technology is already at 
work in the games world... 

Not genre clones. Hell, 
they've been around since 
Ms Pac-Man sashayed her 
feminist nonsense into the 
world. It's worse than that. 
With the advent of Mr Gates' 
Direct3D malarkey. I've started 
to notice that almost every 
game being written for it is 


looking identical - look at 
the screenshots of 'Project X' 
and compare them to the 
ones of Terracide and Tunnel 
B1 (below). Okay, the objects 
look a bit different, but 
examine all the 'effects': 
real-time light-sourcing, 
lens flares, particle doobries, 
texture-wotsits. We had 
some of these before 
D3D, but because the 
routines were programmed 
individually they all had 


distinctions. Now everything 
uses the same architecture 
and they all look pretty 
damn similar. 

I'm worried that soon 
all games will look the same 
(they already play the same). 
It's the computer game 
equivalent of plastic surgery 
- 50 year old gameplay 
wrapped up to look like a 20 
year old bimbo. I've seen the 
future, and it's littered with 
lens flares. Beware... 
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Developer: Probe Software 
Publisher: Acclaim 
Telephone: 0171 344 5000 
Release date: End of the year 
Website: www.probe.co.uk 
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4 They’re talking another 
language! 

“Brother's on y'aw ass, maaan." “Who you be calling a fool, 
fool?" Try to imagine Samuel L Jackson in Pulp Fiction mode 
while reading the above and you'll 
get an idea of what I was hearing 
after Tony suggested we had a 
listen to some of the sound 
effects they were preparing 
for use. Each character in 
'Project X' has a range 
of speech samples that 
get played at appropriate 
junctures in the game and are 
being recorded just up the road 
in California, by the same team that 
provided vocal and sound effects for such classics 
as Command Ft Conquer. 

The big contention at the moment though is with one 
of the lines spoken by the 'cool' black dude character, Earl 
Sleek. You see it uses... that word. You know the one I mean. 

■ Starts with an 'n'. The argument for using it is that African 
Americans (if we want to get correct about it) tend to use 
the term among themselves in a non-derogatory manner all 
the time and since Sleek is 'from da hood', it's a natural and 
realistic portrayal of such a character. The argument against 
is that Acclaim want to be able to pitch the game to as wide 
an audience as possible (read: family) and would rather avoid 
having to diffuse any potential timebombs that would 
be more than likely to crop up down the line. It's 
the kind of argument you could imagine 
Quentin Tarantino having were he a 
games designer. 


(Right) Tony Beckwith, project 
leader, working on his Liam 
Gallagher impersonation. 

(Below) Programmer Ian 
and friend take time off 
the game to design a 
larger office space. 


To stay ahead of their rivals, the Probe team is making sure that 'Project X' is more than just 
a fancy set of graphic routines. Tony is enthusiastic as he describes all sorts of gameplay 
aspects - nothing major, just different touches that constantly remind you how innovative 
the game really is. One of them's so good I can't believe no one has thought of it before. 

"One thing we want to put in are multi-player levels that get bigger the more players 
enter them," he explains. "We thought it would be a good idea because there's no point 
having a great big map made for eight people when you've only got two players inside. 

So we'll close off some doors and others won't open until more players join in." 

Like I said, it's little ideas like this that just serve to enhance the overall sense of thought 
and care taken in producing the game. 


Yes, it is vaguely phallic. Live with it. 


(Clockwise from above left) One of 
the better weapons is a huge 
cutting laser. 

You can call up on-board cameras 
within the game, displaying missile 
views, rear views and so on. 

Not every bad guy is robotic in 
nature. How well these 'organic' 
slimeballs will shape up is anyone's 
guess, but Probe are confident. 

Different levels include an ancient 
Aztec-style temple, biodomes (a la 
Silent Running), nuclear reactors 
and other urbanised hell-holes. 

Q--- ■ 


However, seeing as Quentin isn’t actually a games 
designer, and corporate might being what it is, it doesn't look 
as though the word in question will stay. In the meantime it 
does mean that Probe have an office filled with white 
guys strolling around saying things like, "Shiiiit 
blood," and "Yo, wassup?" in overly exaggerated 
Superfly voices while making distended pointy 
gestures with their hands. It all seems 
ludicrously out of context, especially 
when you consider that we're in the 
depths of East Croydon - but like I 
said, they're a weird bunch. 


Loaded up and truckin’ 

There's still a fairly long way to go for 
'Project X’ and Probe have to contend 
with the potential double whammy of both 
Terracide and Descent 3 (the former's likely to 
appear quite a while before Acclaim's expected end 
of year release date). The main disadvantage in this is that 
if the other two prove particularly popular (and Descent does 
have a pretty good pedigree in this respect), 'Project X' might 
come off looking like a Johnny-come-lately. The advantage 
is that Probe will have time to analyse the weaknesses of 
the rival games and make any necessary improvements. 

Plus with technology constantly racing forward, they'll be 
ideally placed to take advantage of any new developments 
that occur along the way. 

'Project X' vs Terracide ? Oh god, get ready - it looks like 
Duke Nukem vs Quake all over again. 0 
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“THE BEST RUGBY GAME I’VE EVER COME ACROSS” PlayStation J 

Magazineo f 

Q/4H DlowCtotinn Dvn / STARPLAYER 


9/10 PlayStation Pro 


Try it once and 
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Stadium view 


Rin Rlnl/o 

Big Game. 


Website: http://www.codemasters.com 


you're converted 


9 1997 The Codemasters Software Company Limited and Codemasters Limited. “Codemasters" All Rights Reserved. Sportsmaster and Jonah Lomu Rugby are trademarks being used under license by Codemasters. ana “PlayStation’ are trademarks of Sony Computer Entertainment tn 
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(Left) With a heavy sigh, Twinsen was forced to 
concede that - wait a sodding minute - is that 
Bert and Ernie I can see? 


Jaw-dropping visual enhancements aside, 

LBA Numero Two-o features all kinds of other 
improvements over LBA Numero One-o. Here 
are just five of them... 


1. Twinsen now has two different jumps - at last 
he can jump while running. 

2. Better yet, he doesn't lose life points if he runs 
into a wall (an infuriating 'feature' in LBA 1). 

3. You can save at any point in the game (the 
original limited you to certain 'savepoints'). 

4. The game is far larger - approximately 2 £1 
times larger, if you must know. 

5. It's probably got improved Al as well. And if 
i put 'Al' into 'LBA', you get the word 'LAB"' 


ITTLE BIG ADVENTURE - ONE OF THE 
neatest games you ever did see - has 
spawned a sequel. Fittingly, it's called 
Little Big Adventure 2, and if it doesn't 
turn out to be one of the best games of 
'97, I'll eat my hat, then regurgitate the 
remains and eat it a second time. Because judging 
by what I've seen (and played), it's going to be 
magnificent - an arcade adventure of rare calibre. 

The action takes place upon a superbly-realised fantasy 
world. If God had dropped acid (just say no, kids) while 
creating our planet Earth, it could have turned out like the 
planet Twinsun: brightly-coloured, populated by Quetches 
(basically humanoid, fondness for ponytails), Grobos (cute 
li'l elephants), Rabibunnies (physique of Nicholas Lynd- 
hurst, head of Hartley Hare), and Spheros (short, fat and 
round, but cheerful nonetheless). It's a charming place to 
live and doubtless an ideal holiday location too. 

You play the role of Twinsen, a Quetch whose moniker is 
irritatingly similar to that of the planet he inhabits. Twinsen’s 


Think making games this complex is simple? Then you're 
a plonker. 


In which Charlie 
| Brooker has a 
gander at the 
sequel to one of 
his favourite-ever 
PC games... and is so 
impressed, he fills his 
pants avec les grande 
lumpes de merde. 


something of a Twinsuniun 
hero since he overthrew Dr 
Funfrock, the crazed dictator 
who was ruling the roost in LBA 
Numero One-o. Revolutionary 
spunkiness aside, Twinsen's a 
fertile little so and so, as the 
bulbous abdomen of his beloved 
wife Zoe makes clear - she's expecting 
their first child. When the game opens, the 
loving couple are relaxing at home. He's doing a spot of 
decorating, she's pottering around, doing breathing exercises 
and generally ‘being pregnant'. It's all so thrillingly 
domesticated, yet simultaneously urbane, you half 
expect Bob Hoskins to suddenly wander on-set 
and start harping on about the telephone bill, 
in that curious cheery-cockney-geezer-who- 
inexplicably-never-uses-the-'f-word' manner of his. 
That doesn't happen. Indeed, to start with, more 
or less nothing happens. But don't be fooled. 
Strange doings are afoot. For despite the 
low-key opening, LBA2 is one of the 
most imaginative games of the year... 


Language, Timothy 

In an act of geekoid prick-teasing 
matched only by iD's infamous 'Qtest' 
Qi/o/redeathmatch beta release, EA 
supplied me with a fully-playable, pre¬ 
release version of LBA2 which was approximately 
95% complete. Well, '95% complete', that is, if you 
care to overlook two minor details: 1) the voiceovers ► 



& 
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With a heavy sigh, Twinsen was 
forced to concede that he didn't 
really know what the feck was 
going on in this screenshot. 

O- 




With a heavy sigh, Twinsen was 
forced to concede that his new 
vehicle, while undeniably superb at 
shuttling from A to B, could hardly 
be considered a 'fanny magnet'. 

O- 
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◄ and many of the sound effects are missing... and 2) the 
entire thing's in sodding French. 

Now, my command of the French language is matched 
only by my blindfolded stilt-dancing prowess. Consequently, 

I was forced to chew upon my own linguistic ignorance each 
time any one of the game's 300 characters said anything. 
And believe you me, they're a talkative bunch. If the first 
game’s anything to go by, the things they say help to explain 
and advance the plot - so naturally I was condemned 
to confusion. I spent a while near the start of the 
game dashing around in a thunderstorm, chasing 
a Rabibunny who I think had stolen 
an umbrella, chatting to a rotund, 
pea-shooting schoolboy about God 
knows what, fiddling with my 'Ball 
Magique' and wondering where 
on earth my 'wife' had suddenly 
buggered off to (being chatted 
up by a bloke who speaks fluent 
French, no doubt). 

Time to consult the press release and 
find out what's up, whereupon I discover that 
LBA2 revolves around a bit of extra-terrestrial 
skulduggery. It's flying saucers ahoy as Twinsun 
plays host to the Esmers, a race of grim-faced 


With a heavy sigh, Twinsen was forced to concede that 
going for the 'underground grotto' look was a mistake. 


The aliens are all smiles, handshakes 
and “we come in peace”, but let f s 
face it, they ain 9 t fooling no one . 


The characters may look quite simple 
close-up, but when you see them in 
motion you'll be utterly blown away. 

O--- 


and I mean this - effortless beauty. The graphics are crisp, 
clear and uncluttered (somehow they remind me of the old 
Tintin comic stories), the animation exemplary (when you 
can tell a lot about a character simply by the way he moves, 
it speaks volumes about the skill of the animator). It all looks 
so enticing, so captivating and enchanting, that I can't wait 
to get my hands upon the final - English language - version. 

I want it. I want it bad. © 


Whereas the original LBA stuck assiduously to a fixed isometric viewpoint, 
the sequel ups the ante somewhat by turning all the outdoor locations into real-time 
3D landscapes which look just as good as their pre-rendered counterparts. The player 
can switch from one fixed-position 'camera' to another at the touch of a button, or move 
the viewpoint in a 'freeform' manner to whichever position he chooses, in order to get a 
better look at the action (you can imagine it being de rigueur in interactive porn films 
come the next century). It's a bit like Alone In The Dark with a larger film crew. And 
much better graphics. In fact, it's stunning. 

Whenever Twinsen nips indoors, the engine reverts to isometric rigidity. Since the 
majority of the internal locations are basically gigantic obstacle courses (which tax your 
intellect as much as your dexterity), this makes perfect sense - it forces you to concentrate 
on the problem at hand. The two different styles are interwoven so seamlessly it's hard to 
spot the transition from one to anotl 
So, will you need a ( 

1 to! 


aliens hailing from Planet Zeelich. Upon touchdown they're 
all smiles, handshakes and "we come in peace", but let's face 
- they ain't fooling no one. 

Sure enough, it soon transpires that they're hatching a 
plot to cause a collision between Twinsun and the nearby 
Moon, in order to split the planet asunder and get 
their filthy alien mitts on the magic power lurking within. 
The swines. Naturally, it's all down to Twinsen (ie you) to 
the whole sorry mess out - and as anyone who has 
the first LBA can testify, it's likely to be a mammoth 
And indeed, a second glance at the press 
release reveals that the game features ‘around 220 locations, 
uted on three planets'. Not the sort of thing you 
off during a lunch break, then. 


The English, Patient? 

Thoughtfully, EA also supplied some savegames, so that I 
could trespass my way into some of the later stages. I say 
'some' savegames - in fact there were 90 of the things, 
spaced widely apart and spanning the entire game from the 
opening scene right up to "Le Conflict Final". Having dipped 
into several of them at random, it's clear that LBA2 isn't just 
huge, it's also hugely entertaining. From sand-dune buggy 
races, to low-gravity moon exploration, Twinsen is set to 
encounter far more variety than he did on his last excursion. 
Within 20 minutes of savegame exploration, I'd seen more 
bizarre and unusual things than I did the last time I went 
abroad. Considering I stayed next to Amsterdam's red-light 
district, that's quite an achievement. 

What we have here is a videogame that positively 
overflows with invention, warm-hearted quirkiness, even - 
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4 Great Games in 1 


With four of the best games in recent memory in one box Award Winners is just too good to miss. STAR TREK: THE NEXT GENERATION is tho 
chart-topping adventure that puts you in command of the U.S.S. Enterprise™, arcade racer SCREAMER is one long high-pitched adrenaline rush whi;-’ 
ACTUA SOCCER’S motion captured sprites re-define what it means to play football on a PC. And as for PRO PINBALL - THE WEB well you would 

have to be deaf dumb and blind not to love it. And this is just the first in the all new AWARD WINNERS SERIES 


and every one will offer the same combination of incredible gameplay at fantastic prices. 



|Hi 


EMPIRE INTERACTIVE: TEL NO.0181 343 7337 FAX NO. 0181 343 7447 WEBSITE. http:/www.empire.co.uk 


™,® & © 1997 Paramount Pictures. All Rights Reserved. STAR TREK and Related Marks are Trademarks of Paramount Pictures. 
Spectrum Holobyte is an Authorised User. Manual and underlying software code© 1995 Spectrum Holobyte Inc. All rights reserved. 
Music by A, Courage and J. Goldsmith© Bruin Music Company and Ensign Music Corp. Spectrum Holobyte is a Registered 
Trademark of SRS Labs. Inc. Other trademarks are the property of their respective holders. PRO.PINBALL - THE WEB © 1996 
Empire Interactive LTD. SCREAMER: © 1995 Virgin Interactive Entertainment (Europe) LTD. ACTUA SOCCER: 

© 1996 Gremlin Interactive LTD. 
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Set just after Star Wars: A New Hope and before Empire, 
for the first time ever in a Star Wars game, players will be 
able to take control of actual characters from the films and 
send them on specific missions. They'll also be able to control 
massive fleets and generally act like they rule the universe 
(which is, after all, the point of the game). 

Initial rumours suggested that Supremacy would be just 
like CEtC, only set in the Star Wars universe. The rumour- 
mongers couldn't have got it more wrong. It's nothing like 
CEtC. Think more along the lines of Ascendancy and Master 
Of Orion 2 and you'd be much closer to the mark. "It would 
have been a pretty simple project to do," comments Product 
Manager Tom Byron, "but we wanted to create a game with 
more depth to it. Something that Star Wars fans could really 
get their teeth into. There are enough Command Et Conquer 
clones out there already - we wanted to do something a bit 
different. Something on a much bigger scale altogether." 

Across the Galaxy 

Supremacy is indeed a massive game, set in a Star Wars 
universe populated with up to 200 planets, each with their 
own particular balance of resources and political alliances, 
stretching from the icy planet Hoth to the Imperial Seat 
at Coruscant. Although the game is open-ended and there's 
no campaign in the normal sense, the player is given three 
set victory conditions which they must achieve, while the 
ultimate aim of the game is to amass enough power and 
resources to achieve these goals. To win, the Empire must 
capture Luke and Mon Mothma and destroy the Rebel base, 
whereas the Alliance have to capture Darth Vadar, the 
Emperor and take the Imperial capital at Coruscant. The 
fact that all three victory conditions must be satisfied 
simultaneously means that there'll no doubt be plenty of 
opportunity for counter-attacks and victory steals, a feature 
that will figure largely in two-player head-to-head mode. 

When the game starts, the player will already have a 
limited number of worlds under their control and depending 
on which side is chosen, they'll have a number of quite 
different resources and personnel at their disposal. The 
Empire might start out with a much wider power base 
that outnumbers the Rebels' (just like in the films), but 
the Rebel headquarters are more elusive because they’re 
mobile, and therefore harder to track down. Similarly, the 
Rebels might have less planets under their control, but 
they are generally more loyal, while those operating under 
the banner of the Empire will be less loyal and productive. 

As a result, there's plenty to think about before you even 
start. Do you opt for the might of the Imperial Forces, or 
rely on the stealth and limited resources of the Rebels? 
Whatever you decide, it's not going to be easy. 


The sun 
is shining, 
the birds are 
singing and there’s not a 
cloud in the sky. Oh what 
a lovely world. Either Jeremy 
Wells is in love again or 
LucasArts are working on a 
strategy game set within the 
Star Wars universe. Either way, 
he doesn’t normally look this 
happy on a Monday morning. 


OT CONTENT WITH LEADING THE FIELD 

® in space combat sims, first-person shoot 
'em ups and point-and-click adventures, 
LucasArts have finally made the decision 
to break into the strategy market and 
produce the game every Star Wars fan 
has been dying to play. A game that will 
for the very first time place them in the role of 
supreme strategic commander with all of the resources, 
planets and forces of the Galactic Empire or Rebel 
Alliance at their disposal. 


The game will also feature a rather 
impressive encyclopaedia of units 
you can peruse at any time. Smart. 

O --- 


Rebel commanders will be kept up to date with galaxy goings-on via the helpful C3P0 and R2D2. 

O --- 
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i Supremacy is actually being developed out-of-house by 
I a recently formed third-party developer called Cool Hand 
I Interactive made up largely of ex-Three-Sixty Pacific people 
I (the company behind the Harpoon series of naval strategy 
I games). They've been working on Supremacy for almost 
I two years now, and their strategy roots can be clearly seen 
I throughout the game. Again, people expecting a massive 
I combat-fest will be in for a bit of a surprise. Before players 
I even think about engaging in any real-time face-offs, they 
I will have to spend time exploring the galaxy, looking for 
I resources, making new alliances, strengthening old ones 
1 and fortifying their fleet. Each planet has its own raw and 
I refined materials that the player must use to build starships 
I and troops and successfully managing these resources will 
I be a crucial factor in how the game progresses, as will the 
E loyalty of a planet and its people. 

In an effort to keep it relatively simple and to cut down 
I on the mundane management elements that plague so many 
I games of this ilk, Cool Hand have toned down the resource 
I management side of things by making all the planetary 
I resources go into a central pool that the player can draw 
on. Consequently, the strategy is more focused on what 
you build, where you build it and how you use it rather 
than keeping a constant eye on endless stats. 

Calling all units 

It almost goes without saying that most Star Wars fans will 
be totally familiar with the combat units in the game. Players 
will be able to produce X-Wings, TIE Fighters, Storm Troopers, 
Star Destroyers, Blockade Runners, Calamari Cruisers - the 
Empire will even be able to build Death Stars (once they've 
got enough resources) - and then send their huge fleets to 
patrol the galaxy or protect a specific planet. When two 
fleets meet, a space squirmish fought within the Supremacy's 
dedicated tactical battle module will ensue. Although battles 
are essentially fought in real-time, the real combat is largely 
determined by attack patterns and tactics preset by the 
player. If things start to go a bit pear-shaped then the player 
can intervene and give new orders, using the scaleable 3D 
module to help them suss out a chink in their opponent's 
armour. However, success in combat will ultimately lie in 
planning and devising a flexible battle plan that will be 
able to cope with a variety of different situations, rather 
than dexterity with the mouse. 

Cool Hand are keen to stress that Supremacy is very much 
character-driven in that players can call on various familiar 
faces throughout the game to aid them with special assign¬ 
ments. For the first time ever in a game, players will be able 
to call on the individual skills of Luke Skywalker, Han Solo, 
Darth Vadar, Lando, Chewy, Boba Fett, Mon Mothma et al to 


help them. Each character will have certain skills which 
will dramatically help increase the chance's of a mission's 
success, but players must also consider that each character 
has a personality and motives of their own which must be 
accommodated. If Han is captured while on a mission, for 
example, Luke will demand to go and rescue him, just as he’ll 
leave Rebel Command at some point in the game to go and 
train with Yoda on Dagobah. Lose your key personnel and 
you're in deep water, so whatever happens they must be 
protected at all costs. 

Do-gooding droids 

To help keep things moving the player will be assisted by 
two droids. C3PO and R2D2 will keep Rebel commanders up 
to date on what's happening around the galaxy, while the 
less famous IMP22 and SP7 will keep the Imperial players 
posted. The aim here is to make the game as easy as possible 
to control, while at the same time packing in as many Star 
Wars characters and personalities as possible. This, coupled 
with the fact that the game interface is being built around 
Windows 95 control protocols will mean that anyone who 
can find their way around the average desktop will be able 
to play Supremacy without too much trouble, which is good 
news for people who aren't that familiar with strategy games 
but are seriously into Star Wars. 

At the moment, the team are working on the multi-player 
side of things and at the same time tweaking the Al. Modem 
play, LAN and direct connect serial mode play modes will 
be supported, but only for two players (the logic being that 
there are only two sides to play) and LucasArts still haven't 
ruled out the possibility of Internet play. 

From what we've seen, Supremacy could well establish 
LucasArts as a major force in yet another genre. If they 
apply the same production values to Supremacy that they 
have to the other titles set within the Star Wars universe, 
the real-time strategy scene will no doubt be in awe come 
the Autumn when the game is scheduled for release. Q 


(Top) Planet loyalty will play an 
important part in the game, so 
players will have to keep a close eye 
on what's going on around the galaxy 
while they search for resources. 
(Above) Players will be able to build 
up massive fleets and devise complex 
tactical routines and formations 
before entering into the real-time 
combat arena. 

- O 
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Developed by 


Published by 


Distributed by 


Hexen II™ © 1997 Raven Software Corporation. All Rights Reserved. Id Software Code contained within Hexen II™ © 1996 Id Software, Inc. All Rights Reserved. Developed by Raven Software Corporation. 
Published by Id Software, Inc. Distributed by Activision, Inc., under sublicense. Hexen II™ is a trademark of Raven Software Corporation. The Id Software name is a trademark of Id Software, Inc. 
The Id Software fogo is a registered trademark of Id Software, Inc. Activisiorf® is a registered trademark of Activision, Inc. All other trademarks and trade names are the properties of their respective owners. 
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he Four Horsemen of the 


Apocalypse lurk in the shadows before 


:nce. Famine 


and War. They are the root of alPthat is 


our worries 


The third and last known 


Necromancer, the Assassin,.the Crusader 


|>r the Paladin,-you must defeat the Dark 


Generals and their Hell-spawned legions 


can face the archfiend and 


before 


attempt to end his ravenous onslaught 


Possess distinct spells, powers and weapons. With experience, gain levels, 
more hit points and certain abilities that apply to your specific 
character class, such as increased speed, fire power and jump distance. 


Lose yourself in lightning storms, blowing leaves, 
earthquakes, spraying fountains and pouring rain. 
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Bludgeon your way through four demon-infested worlds — Medieval, 
Egyptian. Mesoamerican and Roman. Smash stained-glass 
windows, collapse structural beams, pulverize trees and shatter egos. 
























I? 










Pandemonium may look like a 
straight 2D platformer from this 
screenshot, but Crystal Dynamics' 
Freestyle Camera gives the illusion 
of a 'proper' 3D environment. 


Both characters are gifted acrobats and both have 
different abilities - Nikki can jump high, while Fargus 
ponces about on his hands and feet. 

O—- 


Chris Anderson gets all hot 
under the collar checking 
out Crystal Dynamics’ rather 
smart-looking new platform 
game. Oo-er... 

® HE NAME CRYSTAL DYNAMICS PROBABLY 
won't ring any bells for most of you, 
seeing as how they haven't really done 
anything of significance on the PC since 
their excellent strategy game The Horde a 
couple of years ago. Indeed, there'll be many a raised 
eyebrow in the PC gaming community at the news that 
the company's next PC title is Pandemonium, a game 
which has recently sold in considerable volumes on the 
PlayStation and is bound to bring 
cries of 'PlayStation conversion 
alert' from all corners. 

However, as Scott Steinberg, Vice 
President of Marketing at Crystal 
explains, these fears are entirely 
unfounded: "From the very beginning, 
we chose the PC as our main 
development environment. We created 
everything on the PC first and then 
moved to the PSX. Because of this, 
neither platform has had to suffer the 
familiar translation blues. We've spent 
plenty of time working on performance 
in order to allow the best gameplay on 
non-accelerated and slower PCs." 

The game follows the exploits of Nikki 
and Fargus, and players decide at the 
beginning of a level which of the two 
they want to control. The characters 
have different skills (Nikki for example 


can jump higher than Fargus) and 
certain levels can be very difficult if 
you don’t choose the right character 
for the job. All the usual secret areas 
and power-ups you'd expect to find in 
any platform game worth its salt are 
present in Pandemonium, but the game 
also features morphing characters 
which change from the form of a 
bulldozing rhino to a fire-breathing 
dragon, among other things, to spice 
up the action. 

Freestyle frolics 

While the game is essentially a 2D 
platformer, Crystal have used their 
revolutionary Freestyle 3D Camera 
Technology to 'fool' the player into 
thinking the game is 3D by changing view perspectives to 
give the impression of a very large and open environment. 
Scott is particularly proud of this: "Our goal from the very 
beginning was to take the known fun factor of a traditional 
action game and present it in a more cinematic and dramatic 
way. The action is framed perfectly to centre the character as 
well as give the player the best view of oncoming gameplay. 
To that end, we identified the camera perspective as the key 
to providing this enhanced experience. We also harnessed the 
skills of a cinematographer (by training) as a core designer on 
the team to ensure we got the desired effect." 

You really do need to see this technology in action to 
fully appreciate it, but take it from me, it looks absolutely 
fantastic, especially if you've got a high-end accelerator card 
such as the 3Dfx or Apocalypse 3D, although Scott is keen 
to stress that Crystal haven't deserted gamers who have yet 
to purchase a 3D accelerator card: "Pandemonium will run 
fine on non-accelerated PCs, but we've spent a significant 
amount of time and effort tweaking the code to take full 
advantage of the 3Dfx chipset found in the higher performing 
accelerator cards. Crystal Dynamics firmly believe that the 
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this concentration of effort since the story 
is not a crucial element to the complete 
enjoyment of the game. We enjoyed creating 
the game's story, and felt that it was an important 
factor in conveying the look and personalities of Nikki, 
Fargus and Sid (Sid is Fargus' puppet-on-a-stick), but tried 
not to place too much importance on it." 
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Developer: Crystal Dynamics 
Publisher: BMG Interactive 
Website: http//:www.crystald.com 

Release Date: June 


Wrong platform? 

Although Pandemonium is looking pretty fab on the PC 
even at this early stage, there'll still be cynics who maintain 
that platform games simply don't sell in the PC format. I 
suppose there's an element of truth in this, seeing as how 
most publishers have stopped producing platform games 
completely. I asked Scott why he thinks Pandemonium will 
repeat its PlayStation success on the PC: "I think PC gamers 


Pandemonium's wonderfully colourful environment is a 
significant improvement on the rather flat-looking 
platform games we're used to seeing on the PC. You'll 
see a big difference if you put a 3Dfx accelerator card in 
your machine - it'll look absolutely amazing. 


role of accelerator technology will continue to grow 
dramatically and allow publishers to do more exciting 
3D products on the PC." 

Too true. Of course, all action games, even platformers, 
have an accompanying plot to set the scene before the 
action begins. True to form, Pandemonium has a plot of 
its very own - but I'm not going to tell you what it is. Why 
not? Well, I'm keeping it to myself because Pandemonium's 
plot is so sugary-sweet and soppy that I'll feel like I'm 
reading a bedtime fairy-tale to a bunch of three year 
olds, and I'm not having any of that thank you very much. 

To be fair, the plot isn't exactly vital to your overall 
enjoyment of this type of game, as Scott is quick to point 
out: "In Pandemonium, our focus was solely on gameplay 
and environment. We felt that players would appreciate 


Certain levels can be difficult if you 
haven 9 1 chosen the right character 
as they both have different skills. 
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will want to experience Pandemonium ; they'll see that 
it pushes the limits of the PC hardware with its rich 3D 
environments and very cool freestyle camera experience. This 
hasn't been done on the PC before, and presents an opport¬ 
unity for gamers to see something creative and unique." 

So what is the Scottmeister playing himself at the 
moment? Super Mario 64? 3D Lemmings? Or perhaps he's 
found another platform title to satisfy his urge to bounce 
from one ledge to the next. Surprisingly, the answer is no: 
"Masters Of Orion 2 is my favourite PC title at the moment, 
but our current direction has a completely different focus. 
Legacy Of Kain, which is almost at the opposite end of the 
gaming spectrum, is our next title. It's a gothic adventure 
game starring a reluctant and tortured hero: a vampire 
named Kain. You can expect other action and adventure 
products from Crystal Dynamics later in 1997." 

Master Of Orion 2, eh? A man of taste indeed. For what it's 
worth, I've played the PSX version of Pandemonium, and it's 
fab. We expect the PC version to be even better, so tune in 
next month for a full review of the game in all its 3Dfx glory, 
along with an in-depth preview of Legacy Of Kain. © 




The in-game camera follows the 
characters as they travel around the 
environment, leaving the player free 
to concentrate on the controls. 
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Developer: Rage Software 
Publisher: Codemasters 
Website: www.eodemasters.com 

Release Date: Mid May 
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Not many men can stand 
up to the rough, physical 
demands of Rugby Union - 
certainly not Paul Presley. 

He is used to being beaten 
up by large men with tattoos 
though, so who better to take 
a look at Codemasters’ new 
sports game? 

Y OWN EXPERIENCES WITH RUGBY 
y extend as far as a rainy afternoon on a 

school playing field covered with dog turds, 
desperately trying to avoid the ball that my 
psychopathic PE teacher insisted on throwing 
at me. I knew that as soon as I took possession of the 
blasted thing I'd be set upon by everyone on the pitch, 
regardless of what team they were on, simply because 
they enjoyed having a fight. Tackles consisted of flying 
mock-karate kicks, headlocks, headbutts, knees to the 
stomach and the age-old favourite punch to the face. 

Who says I’m a wimp? 

Don't get me wrong - I don't mind rugby, providing it's on 
telly. And on first impression, Rage Software have done a 
very credible job of taking what might seem like an un- 
simulatable game and, er, simulating it. 

It looks a lot like the multitude of 3D motion captured 
football games around at the moment, only slightly more 
busy since most of the action consists of 30 or so players 
running towards a central point (usually you). The Al's been 
extensively worked on so that the computer-controlled 
players actually run about intelligently - providing blocking 
runs for you, forming running lines so that you can pass the 
ball about and so on. A welcome feature is that every player 
is given over 30 Championship Manager 2-style attributes, 
all of which are apparently as accurate as possible to their 
real-life counterparts and all of which affect how a player 
behaves on-screen. 


(Far left) Well it can't be that realistic then. 
Twenty seconds gone and Scotland aren't 
losing? (Left) Sanity takes a back seat as a 
game is played in MarioLand. 

O- 


As well as the incalculable talents of 'stars' like 
Billy 'Jumpers' Beaumont and 'Hoots Mon' Bill 
McLaren providing in-game commentary, Jonah 
Lomu Rugby wouldn't be complete without the 
man himself, part-time rugby player and full-time 
man-mountain. 

Play as or against the New Zealand squad and 
you'll see him. You can't miss him - he's twice as 
big as everyone else on the field, moves faster 
than a stampede of elephants and has about the 


(Above) And now you can take 
control of them and stuff it all up! 
(Top right) Two of the greats go 
head-to-head. 
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Armchair rucking 

You can elect to play international friendlies, custom 
tournaments, real-world Territory Cups and 
the full Rugby World Cup, as seen on ITV. 

One of the most attractive options for 
real rugby fans though are the Historical 
Matches where you can jump into real- 
life key games at crucial moments to 
try and alter the outcome. How about 
taking control of the Welsh side when 
they were three tries down just seven 
minutes before the end of their classic 
encounter with Ireland for instance? 

All in all, it seems that Rage are well on the way 
to achieving a top notch simulation of a sport that doesn't 
really get enough coverage in today's sports sim market. I 
for one am relieved that it's now possible for me to take 
part in a sport that I've avoided for years simply because 
the risk of personal injury has been too high. And you 
never know - if this trend continues we might see Field 
Hockey Jam 97, International Superstar Lacrosse and 
maybe even Colin Palmer's Championship Crown Green 
Bowling (he's very big, apparently). 0 


Bill McLaren 
tries to explain 
exactly what 
'Up and Under' 
means. 
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BLE FILE S 


With ‘Feeble’ in the title, what 
else could we expect from Paul 
Mallinson other than a Teeble’ 
attempt at an introductory 
paragraph? 

DVENTURESOFT'S COSY RURAL OFFICES, 
tucked away in a picturesque corner of 
Sutton Coldfield, are serenely quiet when I 
arrive for an early look at their latest creation, 
Feeble Files. But within minutes this silence is 
shattered when the room I'm sitting in rings loud to the 
strains of the well-known Beastie Boys hit Sabotage. 

A licence for this seminal hip hop/punk masterpiece is 
currently being sought by the Adventuresoft legal department 
for use in the impressive intro sequence which opens Feeble 
Files. Here the music and special effect-laden visuals combine 
in a headlong rush through a startlingly busy asteroid belt at 
pace and with humour. I am impressed. 

Over two long years in the making, Feeble Files is the 
brainchild of Simon Woodroffe (the instantly likeable and 
totally up-front son of adventuring legend Mike Woodroffe 
of Adventure International and Simon The Sorcerer fame) - 
a man currently attempting to combine two decades of 
adventuring experience with the latest in computer 
animation and digital audio techniques. 

Conform 

The tale of amicable alien Feeble, a green lizard-like creature 
- portrayed vocally by Red Dwarfs Robert Llewellyn - unfolds 
in a universe that appears to owe something of a nod in the 
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Because of the game's tremendously rich graphical 
style, Feeble Files is going to test CD-ROM drives 
and video cards. If you want to run the game 
optimally you're going to need 16Mb RAM, an 
eight-speed CD-ROM drive, a Pentium 120 or 
better and preferably a 2Mb video board. There'll 
also be a very complicated set of detail options 
to fiddle about with and a 'widescreen' version 
for double-speed drives. Adventuresoft are even 
talking about two versions of the game which will 
cater for both low and high-end users respectively. 




(Top) Because it's a completely alien 
universe it's only fair that there 
should be a built-in encyclopaedia 
of background information which 
increases in size as you progress - 
it proves an interesting, and lengthy, 
read in itself. 

(Above left) Robert Llewellyn, Red 
Dwarf's Kryton, is a funny bloke with 
an amazing vocal talent. I wonder 
what he makes of his starring role? 
PC Zone will be talking to him next 
issue, so we'll find out then. 

O- 


direction of 
Douglas Adams’ 

The Hitchhiker's 
Guide To The Galaxy 
and George Orwell’s 
1984. With a bit of 
Spitting Image thrown 
in for good measure. 

Feeble’s world is 
controlled by an unseen 
force called the Omnibrain, a 
ruler about whom very little is known. 

As the game points out early on: "All information about 
the Omnibrain is classified for your convenience. Gathering 
information about the Omnibrain is a violation of directive 
two-seven." So, being the persistent, dirt-digging alien you 
are, off you go to ask around and find out what the bloody 
hell is going on in this God-forsaken one-horse universe. 


Obey 

Although Feeble Files displays a cheery exterior there are also 
darker, more subtle undertones running throughout the story, 
such as the entire populace being force-fed ‘happy pills' to 
quell any subversive tendencies they may have. 

"In this 'utopia' everyone takes 'chemical supplements' to 
keep themselves happy," says writer and project leader Simon 
Woodroffe. And he demonstrates this by taking his pointer- 
led character to the in-game one-stop drug shop. Was he 
expecting any criticism for this? 

"Someone's bound to get pissed off about 
it, I'm sure. But we're not condoning that sort 
of thing - you're against this whole society 
for starters, and secondly, the game is set 
in a fantasy world - it’s not here, it's 
not now. No one ever makes out that 
kids should be forced to take these 
things in the game. Admittedly, we 
were worried about it at first, but 
we decided to leave it in because 
George Orwell describes 
a similar sort of thing 
in 1984. In the game, 

Feeble does take the 
drug in the beginning 
but when he stops taking 
it he becomes more inquisitive 
and the mysteries of 
the game 
begin to 
unravel - 
so it is 
relevant." 























































tried to remain 'fair' throughout. We don't go in for all that 
lateral thinking bollocks." 

So give us an example of something which is 'hard but 
fair' in the game. 

"We've put quite a few logic puzzles in, which we haven’t 
done in our games before. In one scene you're given a list 
of chemicals and told what they do, and you then have to 
mix them together to create certain effects. You're allowed 
to heat some of them, but not others. You know certain 
effects the chemicals have when combined, so you'll be 
required to write out what you've tried and ascertain the 
correct mixture you need in order to produce the desired 
effect to solve the puzzle. It’s a case of 'I've done this, 
now I've got to do this, then I've got the answer'. I doubt 
if anyone will be able to keep all the information in their 
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Developer: Adventuresoft 
Publisher: Adventuresoft 
Tel: 0121 308 8900 

Release Date: June 
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(Top) This amazing hand-drawn 
screen shows the path followed by 
Feeble as he walks to the top of the 
mountain. Who knows what he'll find 
when he gets up there... 

n- 


All the characters in Feeble Files have been rendered using Alias Power Animator 7.0 on Silicon Graphics Indigo 2 
Workstations, and then re-touched by hand to avoid that 'plastic-y' look that tends to plague graphics processed 
in this manner. I think you'll agree they're looking pretty spanky for it. Here's a selection of some of the weird 
and wonderful creatures you'll get to meet in the finished game. 


If Feeble Files is anything to go by we can expect great 
things from Simon The Sorcerer 3. 
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Consume 

The highly-polished presentation echoes this marriage of self- 
deprecating fun and doom-laden mystery, combining scrolling 
screens, pre-rendered animated movies and conventional 
point-and-click adventuring to good effect. Most of the art 
has been generated by Adventuresoft’s north-eastern branch 
in Newcastle, and there's a heck of a lot of it. The game 
promises to be absolutely massive. 

"There are about 70 or 80 locations," Simon told me, "but 
many change as you progress through the game. There’s one 
section where, after spending three weeks in a prison cell, 
you're released into the same locations that you've previously 
played through, but this time round you’ll find a whole 
load of new characters and puzzles waiting to trap 
you all over again." 

Which was something else I wanted to ask: 

I'll admit that I found the Simon The Sorcerer 
games extremely hard in places, so naturally 
I was curious to know if the puzzles in Feeble 
Files were going to be as difficult. 

"Yeah, it will be a challenge. We've made the first 
section quite easy to get into, so that at least 
everyone gets a chance to learn about 
their environment and have some 
fun with some of the stuff found 
lying around. But it does become 
more difficult in the second section, 
and the third section is a real bugger! We've 


The entire populace is force-fed 
*happy pills 9 to quell any subversive 
tendencies they may have. 


head so you'll have to use a pen and paper, but we think 
that's reasonably fair. We just really want to give the player 
something to think about." 

Reproduce 

As Simon navigates me through significant points in the 
game, pointing out how Adventuresoft's ARGOS II adventure 
writing system works, explaining their 5000 lines of speech 
and how their highly interactive conversation system really 
does help keep the ball rolling, I immediately become aware 
that Feeble Files is something pretty special - by virtue 
of the fact that the whole game is very 'British' in 
the way in which it’s been written and performed. 

The graphics, plot, and especially the speech, possess 
qualities which will undoubtedly appeal to those who 
know a good adventure game when they see one. 

Add to this one sense of humour 
(irony-enabled) and a puzzle-solving 
mind (complete with an adventurer’s 
patience) and Feeble Files could 
end up being a big hit this year 
with a lot of PC gamesplayers. We'll 
find out if this is the case in our full 
review next issue. o 


A 






















77 LlLtlpJl.LMjtA. 



(Top) Different terrains have 
different strengths and weaknesses. 
(Above) As is the norm, Dark Colony 
uses the gradually unfolding map 
technique. (Far left) The human 
forces pay a courtesy goodwill visit 
to the alien HQ. (Left) The humans' 
equipment mainly consists of robotic 
killing machines. 

O- 



Beer, pizza, kebabs, frozen yoghurt, 
satsumas and shrunken heads - the 
typical programmers' diet, in fact. 
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Paul Presley was going to 
make a joke about colonic 
irrigation, but we edited it 
out on grounds of taste. 
Instead we’ll just say he’s 
taking a look at something 
dark from Gametek. 


© 
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Developer: Gametek 
Publisher: Gametek 
Website: www.gametek.com 

Release Date: June 


’M A LITTLE CONFUSED. ON THE ONE 
hand I’ve got a press release that tells 
me all about interstellar exploration and 
trips to Alpha Centauri to further man's 
colonisation of the stars, and on the other 
I’ve got a storyline document telling me that all the 
action in Gametek’s Command 8t Conquer-style resource 
management game, Dark Colony, takes place on Mars. 

Of course, I shouldn't be surprised. One of the things 
I've come to learn as a computer games journalist is 
that marketing-produced press releases usually bear 
little or no congruity with the finalised game. Better, I 
think, to go straight to the horse's mouth, this particular 
filly being Gametek’s own programming team. 

“Dark Colony is a futuristic real-time strategy game 
based on a war between a Grey alien race and human 
colonists over the planet Mars," they tell me. "You must 
choose between the Greys' superior genetic technology or 
the humans' advanced robotics and cybernetics. To claim 
total victory you must exploit Mars' hidden resources and 
unlock the dark secrets of its ancient alien race." 

In case you're wondering, the word Grey has a capital 'G' 
because it's now the 'official' name for those long-fingered, 
large-eyed, stretchy-faced alien beings that have started 
showing up in every piece of paranoid US television show. 
They're also the aliens that you face (or control, depending 
on personal preferences) in Dark Colony. 
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Earth Attacks! 

In fact, while playing the current version of the game, images 
of Tim Burton's insanely brilliant Mars Attacks! kept springing 
to mind. The aliens have just the right level of psychotic 
malevolence about them, as well as sporting a wonderful 
array of strange organic weaponry. 

"One of the main intentions of the game was to provide a 
graphic punch to the battles," explain the team, "to immerse 
the player in a far more intense atmosphere than those of 
other games. We feel confident that Dark Colony's look and 
feel currently surpasses our competition." 

Of course, the competition (namely CftO relied on more 
than just looking and feeling good. At the core of every 
strategy game of this ilk is the Al system; Gametek are 
confident that while their engine doesn't exactly simulate 
the highest levels of human brain patterns, it’s more than 
capable of putting up a decent challenge while still offering 
a few nice bonuses. 

"It isn't possible to cover everything using our present 
game mechanics. For example, if you attempted a surprise 
attack your units would probably be decimated as they 
turned back to retreat - but it is good enough to mount 
effective attacks, know when to fight or retreat and do 
its best to circumvent your forces to obtain its objectives 
though. Objectives are constantly updated through continual 
scouting of your troops' positions and so on. 

"As well as that, the game features several innovations, 
including line of sight firing, terrain types in which you can 
hide units, commanders that affect how well your troops 
fight and who gain ability and experience from mission to 
mission. Dynamic resource allocation provide a non-static 
battlefield, and day and night effects which change each 
side's abilities on the fly." 

In some respects, Dark Colony is similar to EIDOS' 
forthcoming Conquest Earth, although it's fair to say 
that Gametek's effort has a lighter, more humorous feel 
to it, in the same way that Mars Attacks! is a lighter 
version of Independence Day. And we all know which 
of those two films is better, don't we? 0 


























































To became a champion 
in Formula 1 you need: 

50 million pounds and 
plenty of attitude... 

...that is, until now! 
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RACING SIMULATOR 


The Digital Edge FI SIM has 
been designed based on the 
original steering, brake and 
accelerator control equipment 
used in modern day FI cars. 


Four way LED 
for gear change 
& programmable 
switches 



FI SIM contains: 

10" FI wheel, 
steering column with 
gear changers, foot 
pedals & base board 













































FIRST Him MOST THIN Off HUBS MOBI 

HUM iUMDK BIN. 



Fly over 10 of the hottest fighter planes 
including F-18's, SU-27's and 
even Alien Attackers. 


Blast your way through over a dozen 
missions that take you from New York 
to Paris and even to Area 51. 


Multi-player capabilities provide 
full on head-to-head combat. 
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PlayStation 



WINDOWS 

95 


First Alien Trilogf, then Oie Hard Trilogy™nm Independence Day™ The Game. 



FCO 


TM & ©1997 Twentieth Century Fo* Film Corporation. All rights reserved. Twentieth Century Fox Fox " and their associated logos are the property ol Twentieth Century Fox Film Corporation. Independence Day'- & ©1998 Twentieth Century Fox Fihn Corporation. f N — —^ t , y £ 

and PlayStation” are trademarks ol Sony Computer Entertainment Inc Windows is either a trademark ol registered trademark ol Microsott Corporation in the United Slates and/or other countries. SEGA and SEGA SATURN are trademarks ol SEGA ENTERPRISES. Ltd 












This is designed to be a purely visual guide 
as to how games of a similar style compare 
to one another. The bars do not relate to 
previous review scores... they are simply an 
indication of how the reviewer feels about 
the products on a sliding scale. 

Game 1 


Game 2 


We have to admit that we weren't 
holding out massive hopes for 
LucasArts' latest 3D shooter 
Outlaws, but were pleasantly 
surprised when it finally came 
in for review. It may look dated, 
but it's got heaps of atmosphere 
and is actually pretty playable, 
especially when played over a 
network. Try it, we loved it. 
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90+ CLASSIC 


80-89 

RECOMMENDED 

70-79 

GOOD 

50-69 

AVERAGE 

40-49 

BELOW AVERAGE 

21-39 

POOR 

20 and below 

PANTS 
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C&C: Counterstrike 


94 

Comanche 3 


82 

Interstate 76 


96 

Moto Racer 

92 

Outlaws 

78 

Sandwarriors 

88 

Terracide 

98 


Thanks this issue to 

• Heather Twist @ LucasArts 

• Doug Et Woody @ VIE 

• Rebecca Et Broderbund 

• Petoir @ GT Interactive 

• Lidia @ EIDOS 

• John Romero 

• Special thanks to Spike, Sam Et Tuft 


The advent of 3D accelerators has 
meant that we're now seeing 
some very tasty in-game 
graphics. Check out 
Terracide if 

you need x -A 

convincing. 
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MM- CLASSIC 

The highest accolade 
a game can attain. It’s 
innovative, extremely 
playable and has masses 
of long-term appeal. If 
you’re going to buy a 
game this month, it 
should be this. 



80-89 RECOMMENDED 

An excellent game that 
simply lacks that certain 
something to make it a 
gaming classic. Well worth 
checking out, especially if 
you're a big fan of 
the genre. 



20 and below PANTS 

Absolutely bloody awful. 
Crap with a capital C. Naff 
with a capital N. Do not 
buy this game, it will ruin 
your life and all those who 
come into contact with you* 
Got it? Have we made 
ourselves clear? 


Carmageddon overload! 


HUE SOME OF 
/ us have been 

WV catching up 

with all the 
games released 
recently we haven't 
had time to play, others have 
been delving into the ancient 
archives of PC gaming history 
in search of the best in 
gameplay. Our distinguished 
editor Jeremy, for example, 
has been rediscovering the 
considerable delights of 
Monkey Island 1 and 2, 
mainly as a result of having 
to write the cover feature. 

And not by any means did 
he find the somewhat dated 
graphics in the slightest bit 
off-putting - although this 
won't surprise anyone 'in 
the know' Monkey-w\se who 
will testify that the Monkey 
games are the funniest and 
most entertaining adventures 
ever written. Even less 
surprising is the news that 
Jeremy is still playing CM2 
to death and shows no signs 
of stopping, ever. 

Paul Mallinson, for 
his part, has gone back to 
Realms Of The Haunting, 
completed it, and enjoyed 
it so much he started it all 
over again. He also admits to 
frequently loading up Puzzle 
Bobble with the intention of 
whiling away a few minutes, 
only to find himself totally 
immersed in it for hours. 


These two fine examples 
of their respective gaming 
genres will hopefully serve 
as some consolation for Paul, 
who claims to be miffed that 
his speedy PI 66 runs Ultima 
Underworld at a rate that's 
slightly too fast for the game 
to be enjoyable. 

And Paul Presley has 
had 'speedy PC' traumas this 
month too, mainly as a result 
of installing Midwinter 
onto the hard drive 
of his Pentium (on 
my recommendation, 
admittedly), only to 
discover that it runs 
so fast it's completely 
unplayable. Paul 
has had to resort to 
partaking in lengthy 
Carmageddon sessions 
to release his pent-up 
aggression. 

Macca's still playing / 

Quake (quelle surprise), j 

conceding that, for him 
personally, the official 
Quake add-ons have 
somewhat resurrected 
the single-player game, 
though curiously he admits 
to also having fallen for the 
incredibly addictive qualities 
of Puzzle Bobble. Duncan 
MacDonald's been playing 
Carmageddon, Carmageddon 
and yet more Carmageddon, 
as has Charlie Brooker, who 
also fell foul of speedy PC 
syndrome when he 


downloaded a Space Invaders 
clone from the Net which he 
claims runs at 'a zillion billion 
squillion miles an hour' on 
his PC. John Davison has 
finally caught up with 
MDK, which initially had 
him hooked, but proved a 
tad boring after repeated 
play. Unlike Theme Hospital, 
which he says gets better the 
more you play it. John's also 


' ‘i -h 



with Chris Anderson 

is Wag our art editor, who's 
been playing Carmageddon 
in spite of the fact he hardly 
ever plays PC games of any 
description. He says he loves 
it because it's horrible and 


■mm 


_ __ 


been playing - wait for it - 
Carmageddon (I can see 
a pattern developing here 
- spook), while Patrick 
McCarthy's still shunning 
the outside world in favour 
of 24-hour sessions of CM2, 
his excuse being that he's 
just won the European Cup 
for the fourth season running 
with Spurs (it's not real 
Patrick, it's not real). Making 
his first (and very welcome) 
appearance in Looking Back 


nasty and reckons he's 
exactly the sort of person 
who should be banned 
from playing it. Me? Rather 
than Looking Back, I've been 
Looking Forward actually, 
to X-COM 3, a beta copy 
of which just arrived at the 
office as we closed this issue. 
What's it like? You'll just 
have to wait till next month 
when I review it to find out, 
won't you? (Git-A Reader) 
See you then. $ 



At PC Zone all games are 
played and tested on a 
DAN Technology Pentium 
133 with 16Mb RAM, a 
2Mb graphics card and a 
quad-speed CD-ROM drive. 


-O 


The software is 
designed to take 
advantage of 


This software will 
only run under 

WINDOWS 95 


The software may 
run slowly, especially 
in hi-res mode 


The software 
supports 

DirectInput 


The software 
supports 

DirectPlay 


supports 

INTERNET PLAY 


The software will 
run acceptably on a 

486DX2/66 
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Outlaws 




Charlie Brooker’s a cowboy. 
On the steel horse he rides. 
And he’s wanted (wahhhn-the- 
he-hed). Dead or alive... 

EMEMBER THOSE TELLY ADS FOR LYNX 
aftershave? The one that sticks in my mind 
was set on a bus, in the glaring heat of a 
foreign country which seemed to be in the 
middle of an armed insurrection. Onboard are 
loads of ugly civilians (most of them wrinkly old ladies), 
and a Sultry Latin-American Chick (who looks like she'd 
be - you know - a bit mucky given half a chance). 


But of course the ad wouldn't be complete without one 
particular passenger - Lynx Bloke. The atmosphere is hot, 
stuffy and cramped - all blistered breath and body odour - 
not to mention unbearably tense. Suddenly, the bus jolts. 
Everybody looks uncomfortable. Then, rolling down the centre 
aisle, we see what appears to be a grenade. Gasps of horror. 
All the passengers paint their pants brown. Except, of course, 
for Lynx Bloke, who strolls over, picks it up, smiles smugly 
and pops it back in his pocket. Because it wasn't a grenade 
after all, silly- it was a can of Lynx. Sultry Latin-American 
Chick pouts admiringly at Lynx Bloke, and up comes the 
slogan: "Lynx - because first impressions last" 

Fine - except, of course, it's total bollocks. For starters, 
only a complete geek would drop his toiletries on a crowded 
bus and then fail to apologise after inadvertently scaring the 








I (Above) A true bounty hunter shows no mercy. Here I am blasting somebody's buttocks into pate. (Bottom right) All your favourite western cliches are present and 

correct in Outlaws. Here's the obligatory 'fight-on-a-moving-train' scene. (Top right) The best levels are the ones in which you attack heavily-armed forts such as this... 
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I The jail's empty. And like a fishmonger, it's your job to fillet. 

----O 

shit out of everybody. And anyway - first impressions don't 
always last. You want proof? Just ask any married couple. 

Or play Outlaws. Because when you start playing Outlaws, 
it feels downright cruddy. 






How the West won me over 

Outlaws is a Doom-style 3D shoot 'em up... as opposed to 
a Quake-style shoot 'em up. The engine, it has to be said, 
is a bit too 1995 (and two years is a long time in videogame 
technology). Okay, it can run at an 800x600 resolution - 
but fundamentally it's just an enhanced version of the 
Dark Forces engine (which wasn’t all that amazing when 
it first appeared). Furthermore, the frame rate is a touch 
slow (it chugs on a P90), and while the cut-scenes are 
superb, the in-game cartoon graphics look clumsy (with 
some unforgivably rough-looking barnyard animals marring 
the first level completely). 

In fact, my first impression of Outlaws was so negative 


P<mY Ire. a fiuvt, 
TtLcLHAitxiJJ.! " 


There's no denying that Outlaws employs the 
talents of LucasArts' sound engineers to great 
effect. Aside from the rousing Spaghetti Western 
soundtrack (complete with whipcrack and 
harmonica workouts) there's the childish taunts 
of the enemy to spur you on. Y'see, this is one 
game in which you end up really hating the bad 
guys. They're snide little bastards who like nothing 
better than ducking down behind barrels, yelling 
"Hey! Mister Lawman!" in a mocking tone, and 
then popping up unexpectedly to shoot you in 
the back of the head. 

Their incessant name-calling is genuinely 
amusing - albeit a little repetitive - and it's all 
delivered with a delicious slack-jawed southern 
drawl (the kind of accent in which the word 
'genuine' is pronounced 'gen-u-wine'). Play it for a 
while and you'll soon be annoying your friends by 
using them as drop-of-a-hat catchphrases. My only 
criticism is that some of the taunts aren't stinging 
enough: the strongest is probably "It's too bad 
you've got manure for brains". I'd have preferred 
sarcastic sexual advances. You know the sort of 
thing: "You shure are purdy, mistah lawman!", or 
"Hey - come heah and kiss me, you big burly man, 
yew!", or perhaps "Squeal, piggy! Squeeeaal!" 
Here's hoping LucasArts address this important 
issue in any future sequel. 




^TIlc. fiZfyJuL £o~ IrcxiH. oJuttA. 


Since Outlaws is set in the thrilling days of yesteryear, you can forget 
all about laser cannons and electronic proximity mines (although, 
bizarrely, not about suspiciously hi-tech HUD maps, but we'll ignore 
that). The weapons you'll be a-huntin' with would be described as 
'quaint' by the experts on Antiques Roadshow - and it's hard to 
imagine them saying that about a plasma grenade. Each weapon 
has to be manually reloaded, and has two methods of use... 


.45 PISTOL 

The original, classic six-shooter. Despite its apparent weediness, a headshot from this 
little critter is enough to give all but the burliest of villains a 'bad skull day'. Press the 
'alternative fire' button and you can loose off all six shots in that really cool way that 
involves repeatedly slapping the hammer with the palm of your hand. There's probably 
a proper word for but that I don't know what it is. Cough. (It's called 'fanning'- Ed) 


.44 RIFLE 

My favourite weapon. It may look a bit puny, but it's quick, efficient, and carries more 
bullets than anything else (save the Gatling gun). Best of all, if you find a rifle scope, 
you can carry out some tres cool long-range sniping. 


SHOTGUNS 

Shotguns come in three distinct flavours: single-barrel (pretty poo), double-barrel 1 
(pretty deadly), and sawn-off (limited range, but very effective). They all have one 
main disadvantage: reloading is a constant, time-consuming chore. But then there's 
the main advantage to consider, too: they make you feel like a real hardnose. 


BOWIE KNIFE 

Surprisingly effective, the humble Bowie knife is the weapon of choice for those aiming 
for a 'silent but violent' approach. It can be thrown or thrust into the face (which, assuming 
you're as sick as me, is hilarious). 


DYNAMITE 

Light it with your cigar, Clint-style. Toss it to a friend. See their face light up - before it 
slaps against the wall on the other side of the room. Aside from its obvious mass-murdering 
potential, dynamite can be gainfully employed for blowing holes through walls (where many 
a secret area can be found). 


GATLING GUN 

The weapon that demands respect. You can't run with a Gatling gun - it sits on a kind of 
tripod after all - but you can silence an entire town 
with one. Watch the bad guys come over all 
Tetley: ten thousand perforations to let 
the innards flood out. 


I was all set to write a piece of 
venomous, scowling sarcasm, during 
which I'd chastise LucasArts for blotting their 
relatively unblemished copybook. But now, having 
spent a downright embarrassing amount of time 
playing the damn thing, I've been forced to re-evaluate 
my position. Which, currently, is this: despite the off-putting 
engine, Outlaws rocks. 

Yeah, it's unusual to find an unfolding storyline behind 
games of this type (especially one with entertaining cut- 
scenes), but I won't harp on because it's perfunctory stuff, 
really ('ex-bounty hunter returns to avenge his wife's murder 
blah blah blah'), and besides, I found the 'secondary' mode 
of play - which has no storyline - more absorbing. 
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Attention LucasArts: please, please please can we 
have a spangly new sequel to Outlaws, like, really 
quickly? With a greatly improved engine? Pretty 
please? We love the game, but the engine... well, 
you know. It's a bit on the 'quaint' side. So how's 
about it, eh? Oh, go on... 


There’s no justice - just us 

It's only when you're suitably addicted to the gameplay 
that you start to notice all the other good points about 
the package as a whole. The authentic Spaghetti Western 
ambience (the Morricone-inspired accompanying score 
is terrific), the faultless presentation, the entertaining 
level design (generally a little ‘boxy’, but darned fine 
nonetheless), the weird 'undocumented features' (if 
anyone at LucasArts can explain the poodle sporting 
sunglasses that showed up unexpectedly on one of the 
levels, I'd be most grateful), and the fact that it represents 
good value for money (big levels, and loads of 'em). 

If you were to cast a cursory glance at Outlaws it 
would be all too easy to snort with derision. Believe me - 
all you have to do is play it for a while and you'll find it 
hard to tear yourself away. Check it out. © 


(Above) The levels in Outlaws are a pleasant mixture of indoor daustraphobia and 
outdoor splendour. (Bottom right) Light blue touch paper, then throw it in his face! 

O- 


I Here's the shootin' - now where's the rootin' an' tootin'? 

-O 

The gameplay is the thing. Outlaws succeeds because 
it's unlike any other Doom clone you care to mention. In 
fact, it's a bit like a bizarre marriage between Doom and 
Virtua Cop. It's far more realistic: one or two shots will kill 
you, your weapons require constant (manual) reloading, and 
nailing the bad guys often requires pinpoint accuracy. You 
can't just wade into a location firing willy-nilly and hope 
for the best, because a) your bullets will miss most of their 
targets, and b) someone will shoot you in the face and you'll 
die. The enemy snipes at you from windows, darts out from 
behind a wall with a pair of blazing six-shooters, ducks for 
cover and hurls dynamite at you. It's dangerous out there. 

Death comes so rapidly, and so repeatedly, you're forced 
to rethink all the gung-ho, fire-and-forget tactics that 
games like Duke Nukem hammered into your impressionable 
head and concentrate on improving your stealth and 
exactitude instead. All of which serves to make it doubly 
satisfying when you do well. And draws you back time 
and again for more of the same. 


cH~oiu txr- ft-ufvLli.c.'hL y-o~u.fi. cj*fxry**t-c*uL erfor ~0 ujLLclujA. 


• Use a combination of mouse and keyboard, Quake- style. Look around with the mouse, move your feet 
with the keys. 

• Learn to duck and strafe very, very quickly indeed. 

• Turn on the crosshairs (from the options menu). 

• Ride slowly towards your computer on a horse before you start to play. 

• When you die, shout "Awwk! Ya got me!" 

• Each time you complete a stage don't forget to celebrate in the traditional manner. Visit your local pub, 
become embroiled in a game of poker, start a violent brawl, shoot some bottles, hurl somebody into the 


mirror behind the bar, then go upstairs and unwind in a foaming tin bath with a gorgeous buxom prostitute. 



It's not really fair to compare 
Outlaws against Quake , 
because... well, it’s not really fair 
to compare anything to Quake 
(except more Quake). But here’s 
how Outlaws measures up against 
a posse of similar games... 

Outlaws 


Quake 


Duke Nukem 3D 


Virtua Cop 
Dark Forces 


Nexen 
Doom 2 


Terminator: Future Shock 




Price: £34.99 
Release date: Out now 
Publisher: LucasArts/Virgin 
Interactive Entertainment 
Telephone: 0171 368 2255 
Website: http://www.lucasarts.com 
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2000 YEARS BEFORE JAMES DEAN 
A 20 YEAR OLD MILITARY GENIUS INVENTED THE IDEA OF 

LIVING FAST AND DYING YOUNG 



Alexander the Great, rebel with a cause 



AVAILABLE MAY FOR WINDOWS 95 CD-ROM. For your FREE playable demo call 01344 409399. www.imagicgames.co.uk 

The Great Battles of Alexander is a registered trademark of Interactive Magic. Windows 95 is a registered trademark of Microsoft Corporation. All rights reserved. 











Fancy an ‘epic’ review? Then 
look no further: the following 
three pages took five days 

out of Duncan MacDonald’s 

life and necessitated him 
travelling 10,000 miles. 

Read on... 


neverending supply of chilled Guinness, thanking my lucky 
stars that most white Americans pretend to be of Irish 
lineage and therefore celebrate St Patrick's day. Five cans 
later and I’m forced to light a cigarette, which is virtually a 
crime in these parts... so I’m greatly relieved when Jackie - 
a NovaLogic PR girl who looks like Naomi Campbell's much, 
much prettier sister (swoon) - sparks up as well. 

God bless her! And God bless America too, especially when 
the activities for the next couple of days are announced: 

1- Hands-on experience on Comanche 3, which includes 
flight instruction, a chance for some head-to-head network 
action (over four machines), and then a competition: the 
journalist who racks up the most points on a selected range 
of missions wins a ‘superb prize'. (Duncan came last - Ed) 

2. Yippee! Get this: a helicopter lesson. A real helicopter 
lesson, for everyone present, in a Jetranger. Why are 
NovaLogic forking out all this dosh? I’ll get to that, but 
don't forget it's all tax deductible anyway. 

3. The genuine article: in other words we're going to the 
Sikorsky Development Flight Centre where we'll be treated to 
a Comanche air display, and then get to talk to the test pilot. 


I'm not saying this screenshot is 
worthy of inclusion in an art gallery, 
but if it was it'd have to be callup 
'Collision in Green'. (Or, faiiincyfl 
that, 'Night view througt^H 
Image Intensifier'.) jffl 


m J A EATHROW AIRPORT, SUNDAY MORNING, 

* t _^1 anc * approaching the BA pre-paid ticket 
desk... I'm off to Florida. It was all a very 
Jr last minute thing: I’d received the phone 
call from PC Zone only the day before, and all 
I knew at this moment was that I was going to be 
reviewing Comanche 3. (Er, but in America, rather than 
from within my smelly flat or at the office, so I certainly 
wasn't pissed off or anything.) Then a 'surprise'. 

"Duncan!" said the voice. 

Blimey, it was none other than Simon Bradley, PC Zone 
contributor (and real-life chopper pilot). 

"Blimey," I replied. Simon told me that he, too, was off to 
the Comanche 3 launch; indeed we were on the same plane. 

What? Had we been double-booked? What was going on? 

"I’ve been working with NovaLogic in 

a freelance consultancy capacity," ... 

explained Simon as we headed 
toward the departure lounge. 

“I've been working with the 
programmers, on the helicopter flight model." 

Aha! So, cue horrible BA flight, sitting next to a fat 
Italian bastard who first spills tomato juice on my leg 
and then snores in my left ear for nine hours. 

The itinerary 

It's a rather posh hotel in Palm Beach (it's got its own golf 
course for gawd’s sake), and Simon and I have joined the 
American computer press and NovaLogic throng in the 
Seafood Bar. Hating seafood, I concentrate instead on the 


Comanche 
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(Top left) A cottage with smoke coming out of its chimney. Talk about picturesque! (But, er, let's 
pretend it had nothing to do with my Hellfire missile.) 


The newspaper headline read: 'Helicopter pilot killed 
while trying to get good close-up view of enemy warship'. 


CD- 

Nice graphics, er, arcade game? 

Like Longbow, Comanche 3 has a tutorial mode, with a 
voice-over from an 'instructor 1 . Everything is covered over 
five lessons, from basic hassle-free flight through to shit- 
hits-fan intensity. It all seems a lot more ’free' than the 
Longbow tutorial mode, too, and as a result you don’t tend 
to get ahead of (or lag behind) the sampled instructions. 
You can choose your pace, essentially, and can even go 
sightseeing. (Or sound-listening: birds in the trees, the 
gentle clank-clank-clank of nodding oil-pumps, and so on - 
the sonics are as good as the graphics.) 

But the tutorial experience eventually has to end, and, 
after the obligatory in-game ‘Well done - here's your first 


Cool. The drink continues to flow, and Simon launches 
into his personal-experience helicopter pilot anecdote library, 
much to the joy of a receptive American audience. And me? 

Er, I've known him for ages, and so suspend belief for 90 per 
cent of the routine. Still, who can compete with his tale, 
whether true or not, of almost being hit by an exocet missile 
during the Falklands War? You know? My most interesting 
counter could only be something like "Hey, what do you guys 
think of my trousers? I bought them in Croydon." (And then 
I'd have to explain where Croydon was.) I decide to keep my 
mouth shut. Simon's Boy's Own Adventure tirade continues, 
meanwhile, until three in the morning. 

Wakey wakey 

Eight o'clock alarm call. Groan. Off to the conference room, 
where I’ve just missed breakfast. John Garcia, NovaLogic's 
MD, is 'coming clean' as I lean slobbishly against a wall, a 
cup of rosie-lea in hand. What he's saying, to put things in a 
nutshell, is that NovaLogic are a tad pissed off. They've had 
top-selling aircraft games with the Comanche brand, and, 
more recently, with F-22 lightning, yet the press refuse to 
take the company seriously, sticking their efforts firmly into 
the 'arcade game' rather than the 'flight sim' bucket. He then 
defends arcade-style games, admitting along the way that 
the original Comanche was pretty arcadey, but adding that 
F-22 was far more realistic than the press gave it credit for. 
At the end of the day 
he's more than happy 
with the company's sales 
figures but wants critical acclaim 
as well - if not for the earlier games, 
then at least for this one... 

"The realistic flight mode in Comanche 3 

is authentic." He winks 
at Simon, then fixes his gaze back on us 
press boys. "Urn, how many of you have 
actually flown a real 
helicopter, by the 
way?" No hands are raised, 
and the point has been made. 

Thus the forthcoming helicopter 
lesson. But first off we go to the 
gaming room. 


o 


lt 9 s like chess , this helicopter warfare 
lark. In fact it 9 s also very much like 
a tank game. Armored Fist, anyone? 


medal’ ceremony, the thicker end of the Comanche 3 wedge 
beckons. And now things start to get hard. 

There are four scenarios, each of which is split into eight 
missions - and the eighth mission in each scenario isn't 
available until the previous seven have been completed... 
yes, a bit like an arcade game: four scenarios, four bosses, 
take the other missions in any order you like. 

And as I've just said, things were now very tricky indeed. 
Yup, with the tutorial over I was being shot down with 
alarming regularity. Restart. Die. Restart. Die. Restart. Die. 
NovaLogic people were watching over my shoulder. I made 
excuse noises to the tune that I was using the 'realistic' 
flight model. And I was - but time for a rethink. Time to 
adhere less strictly to the direct waypoint routes, I felt, and 
time to use the superbly realised terrain to my advantage, 
rather than just enjoying it as eye candy. Yes, I could hug 
that treeline. Yes, I could drop into that hollow and then 
sideslip across the road to my right and let off a quick 
Hellfire before sideslipping back into cover again. Yes, I 
could then change tack and hack recklessly across an 
open field to hide behind those buildings on the northern 
side of the valley. 

And okay, the Comanche can travel at 170 knots, but I was 
learning to hold back, to keep low. Thirty knots at 25 feet 
would do fine, thank you 


very much - 

either that or hovering (and 

popping up and down). It's 
like chess, this helicopter 
warfare lark. In fact 
it's also very much 
like a tank game, a 
genre which 
NovaLogic are 
- no strangers to 

either. Armored ► 


A real Comanche! And the guy next 
to the bloke doing an orange Tango 
impression is John Garcia, head 
honcho at NovaLogic. 
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The graphics in Comanche 3 are absolutely 
superb - and it's all thanks to the wonders of 
VoxelSpace technology... 


And now for the 
denouement 

As I said at the beginning of 
this review, the final item on 
the agenda was the visit to the 
Sikorsky Development Centre. 
After a briefing from the Boeing/ 
Sikorsky PR geezer, we were marched 
outside, where we saw the first vaguely 
operational Comanche fly past. My hopes of 
seeing some top aerobatics were quickly quashed as we 
stood there and watched it fly first one way, then back, 
and then the first way again. Yawn. Then it landed. Time 
to talk to the pilot. 

I’d just asked him whether the MicroProse joystick twist- 
grip style tail rotor control mechanism was easier to use 
than foot pedals - and whether the fact that his feet were 
now freed up meant that they could be put to use in other 
ways - when, for what seemed the umpteenth time that 
day, Simon leapt into the picture. 

"Hi, I’m not a journalist, I'm a helicopter pilot," he 
chirped. 

The Comanche jock wasn't impressed. 

"...Er, what’s she like to fly?" added Simon, sheepishly. 

"Buddy, this here’s fly-by-wire technology. There’s a 
computer-style joystick in there. It’s as easy as playin’ 
a freakin’ arcade game, godammit!" 

Spook! It’s a pretty bizarre turn of events, for sure, but 
what that means is that if you want complete realism in 
Comanche 3, you're probably best off selecting the ’arcade’ 
mode. If you opt for ’realism’ mode you'll be getting a flight 
model along the lines of an Apache or something. What a 
strange old world it is. And what an absolute corker of a 
game Comanche 3 is, too. 0 


The real chopper lesson 

I won't harp on about this because I didn't do too well. I've 
flown a Cessna before and it was a piece of piss: no more 
difficult, really, than driving a car. I assumed a helicopter 
would be - to tag on a simple multiplication factor - about 
three times harder. Wrong. Try 100 times harder. 200 even. 
And having cocky Simon sitting in the back seat made it 
even worse. It's not the multiple limb co-ordination that's 
the problem, it's the sensitivity of the instruments - or at 
least it is in a Jetranger: a 5mm movement on either of 
the control devices can magnify itself within moments, if 
you don't know what you're doing, into an out-of-shape 
death plunge. I hovered magnificently for 1.39 seconds, for 
example. Then Randy (the patronising and porky Tom Cruise 
lookalike tutor) had to urgently resume control. Doh! Still, 

I took from the experience the knowledge that the basic 
Comanche 3 helicopter flight model, in realism mode, as 
John Garcia had said, is pretty top. 


Fist, anyone? And, coincidentally, 
Armored Fist 2 is just around the 
corner, as, unfortunately for me 
in my Comanche, was a mobile SAM 
launcher. It locked me up and blew me 
out of the sky. 

"Bad luck Duncan," said Simon 
gleefully. "You weren't doing particularly 
badly until then." 

Bastard. 


Voxc/l: yjoru. cLc.tij.cLc. 


To this day I still don't know exactly what Voxel 
graphics are, but I can tell you one thing: in 
Comanche 3 they work a treat. Just look at the 
screenshots. However, there are, it seems, some 
limitations. The real Comanche can loop the loop, 
for instance. The game won't let you, though, 
because VoxelSpace isn't particularly keen on 
being turned upside-down. Another problem is 
that VoxelSpace goes all crap at altitude: which is 
why the Comanche in Comanche 3 has a service 
ceiling of just 2000 feet (as opposed to the real 
Comanche's 15,000 feet). These are moot points if 
you're intending to play the game as it expects to 
be played (ie at low level with no stunt attempts), 
but if you're a 'complete freedom' junkie you may 
be a tad miffed. Mind you, having said that, I'm a 
complete freedom junkie myself... and the above 
restrictions didn't piss me off at all, so maybe this 
entire panel is redundant. Still, alter my score as 
you see fit (and take another two points off if 
you hate not having a shadow). 




Have you ever been to Port Talbot in Wales? No? Well, 
you have now. 

O- 
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Comanche 1 was cool in its day, 
but is dead arcadey and suffers 
from a tiny playing area. Apache 
Longbow looks nice, plays well, 
but I now know the flight model 
to be crap. Comanche 3 is, well, 
read the review: it’s the dog’s 
bollocks, basically. 

Comanche 1 


Apache Longbow 

■■■■■■■ 

Comanche 3 



LC.&J. 


Memory: 16Mb 
Processor: P100 and above 
Graphics: VGA/SVGA (VESA required 
for hi-res) 

Sound: SoundBlaster and 100% 
compatibles 

Controls: Joystick and/or keyboard 
Note: Decoding hardware required 
for Dolby Surround 



An intense helicopter 
gaming experience with 
bucketloads of atmosphere 
and an ‘arcade’ flight model 
which is, ironically, hyper 
realistic. Spook! 



Price: £39.99 
Release date: Out now 
Publisher: NovaLogic 
Telephone: 0171 405 1777 
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bags of un*bug*lievable gameplay! 


ily original fast paced action flight gam 


Mad-cap cast of characters 
Incffe Jfble use of Microsoft* 
Direct X™ technology 


Wacky action-packed missions 

Unrestricted flight manoeuvres 

Weird and wonderful weaponry & power-ups 


Available on PC CD-ROM Mid April 1997 
Windows® 95 


Groiier Interactive UK Ltd. T: +44 (0)1865 264 800. 60 St Aldates. Oxford 0X1 1ST - UK. 










P F***ing smart 

Carmogeddon is one of the best computer games I've ever played. 
It’s certainly the best car game I ve ever played, bar none. 

"Unless you're a complete and utter moron, you’ll be buying 
Carmogeddon. it’s an essential purchase.^ 

“The car handling and physics are outstanding.” pc zone 


. ■. __ , 

' ft Scream 

I “Sure-fire hit” 


# . , - 


I really can't say enough good things about this game 
The best racing game of the year” ©ame Realms (internet) 


“Carmageddon loojts set to lie up there with the action game greats 

SUCh as Quake” PC Power 

"SCI have got their hands on a killer app, in every sense of the word' 
Bigger and definitely badder than just about any other racer 

that springs to mind.” Gamesmaster 






c 

\ \ 


‘ft classic game... /» 


- 

"The physics are quite simply superb.” pc Home 

Ban death game call by I*npe. Lancashire Evening Telegraph 

it)1997 SCi (Sales Curve Interactive) Ltd Software ^1997 Stainless Software. Exclusively licensed to SCi (Sales Curve Interactive) Ltd. All rights reserved. SCi is a trademark of SCi (Sales Curve Interactive) Ltd 


















Download the playable demo - www.sci.co.uk 


■ TAINLeSb 


SCi (Sales Curve Interactive) Ltd. is a subsidiary of SCi Entertainment Group PLC. E&OE. Head Office: SCI, Unit 11, Ivory House. Plantation Wharf, Clove Hitch Quay, Battersea, London. SW11 3TN. Tel: 0171 585 3308, Fax: 0171 924 3419. www. 
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(Above) Dakdakdakdakdak! Puchewpuchewpuchew! Etc! Etc! (Top right) Looking over your left shoulder - note the funky Egyptian graffiti etched onto the frame of your 
ship: it translates as 'Up the Spurs', apparently. (Bottom right) A pre-nosejob Sphinx. I think I prefer it without the hooter, don't you? (Who cares? - Weary reader) 
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Ancient Egyptians, cats, two 
races battling for control of 
a timegate? Charlie Brooker 

wondered when Kurt Russell 
was going to appear, until he 
realised that he was confusing 
Sandwarriors with Star gate... 

© HERE ARE COUNTLESS MYSTERIES associated 
with the ancient Egyptians. How did they 
manage to build the pyramids - a series 
of structures we’d be hard-pressed to make 
today, even with our high-falutin’ modern 
construction techniques? How come they 
appear to have known so much about the solar 
system, the positioning and motion of the stars? Why 
worship cats? Why so much eyeliner? Why? How? When? 

Few bygone civilisations pose so many unanswerable 
questions, so perhaps it's not surprising that an increasing 
number of people actually believe that the ancient Egyptians 


V P 


themselves were quite literally 'off the planet’ - and either 
were, or merely best mates with, extra-terrestrials from 
another world. It's an idea that has provided the springboard 
to many a sci-fi extravaganza (Battlestar Galactiea, Stargate), 
and doubtless an old episode of The Goodies, too. Now its 


Your task? To ensure that when the 
two tribes go to war , the solitary 
point scored belongs to your side. 


influence has spread to the world of PC gaming. Welcome, 
ladies and gentlemen, to the olde-worlde hi-tech blastfest 
that is Sandwarriors. 

Yes, Sandwarriors. And no, it isn’t a beat ’em up where 
you get to toss sand in each other's eyes. More's the pity. 


Pharaoh nuff 

Sandwarriors is set in the year 6225 BC (a long 
time ago by anyone's standards), on a 
distant ‘desert planet', populated by two 
















































(Left) Have some of that, you ground-based, anti-aircraft tank-type thing, you! 
(Bottom left) Night falls, and Sandwarriors looks slightly prettier than before. 


warring factions who are having one heck of a barney. Forget 
The Jocks and the Geordies' - we're talking genocide here. 
Oddly enough, they're fighting each other for control of a 
mysterious, hidden 'timegate': a space/time vortex thing that 
leads to Earth (it’s a bit like a gigantic Windows 95 shortcut, 
really, except faintly more esoteric and other-worldly). 

Naturally, this is where you come in. As the game begins, 
you're a soldier for the House of Osiris. You've got a nifty 
little spaceship thing (which can swoop around like a bird) 
and a smattering of weapons. Your task? To ensure that when 
the two tribes go to war, the solitary point that shall be 
scored belongs to your side. 

Unless you've recently had your eyes torn out by wolves, 
and someone's reading this text aloud at your hospital bed¬ 
side in an attempt to keep your spirits up (in which case I 
recommend Puffin Books' 1001 Riddles For Kids instead), 
you’ll have already looked at the screenshots and deduced 
that Sandwarriors is a 3D cockpit-based blast 'em up. And 
you've probably also noted that 1) it's quite pretty, 2) it’s 


also rather detailed, and 3) it has nice lighting and 
transparency effects in it. You'd be utterly correct in 
your assumptions; I've repeated them here simply 
to confirm your towering genius. 

Sadly, Sandwarriors is more impressive in static 
screenshots than it is in the 'virtual flesh'. Perhaps 
I've been spoiled by Privateer2: The Darkening and 
Darklight Conflict, but I think a healthy frame rate 
wins over visual detail any day of the week. 
Obviously, you can reduce the on-screen detail, but 
the frame rate isn't wonderful. At a low resolution, it's 
a bit ugly as well. Please don't get me wrong: it's playable 
and far from unimpressive - but I tend to use LucasArt's TIE 
Fighter as a yardstick by which to judge these things (it may 
look sparse by today's standards, but by God it flows), and if 
Sandwarriors impresses me less than that, something's awry. 

Given time, the gameplay itself is quite involving, albeit 
fairly uninspiring. Arcade-style simplicity is the order of the 
day (praise the Lord), with mission objectives clearly spoken 
aloud over your comms system at the start of each stage. 
Even if you haven't played a cockpit combateer since the 
old Elite days, you could dive in here and pick up the thread 
within a few minutes. For this, Gremlin should be heartily 
applauded. Furthermore, there are several very neat touches, 
such as the ultra-handy preset flight manoeuvres (you can 
fly in circles around your selected target at the touch of a 
button) - yet overall there's a pervasive sense of little on 
offer here which hasn’t been done before: an unusual 
premise can’t disguise the fact. 


Tut tut tut 

Sorry Gremlin, but with the jaw-dropping majesty of 
Darklight Conflict already in direct competition, and the 
essential-purchase multi-player sexfest of X-Wing Vs TIE 
Fighter drawing ever closer, Sandwarriors needs something 
very special indeed to make any impact. It doesn't. It won't. 

It's not a bad game by any means; it simply just doesn't 
distinguish itself from the pack. As Ron Pickering used to say 
to the losing team on the programme V\!e Are The Champions, 
that's just "hard lines”. 0 


##urtxL ZiAc. 


You don't have to be the world's most astute trash- 
culture junkie to notice a startling 'similarity' between 
Sandwarriors (the computer game) and Stargate (the 
movie): both make heavy use of Egyptian imagery, 
feature mucho spaceship-related hi-jinks, and have 
plots which revolve around intergalactic slipgates 
to Earth. It's fairly obvious that someone at Gremlin 
has been heavily 'influenced' by the film. 

This is where I start scratching my head, because I 
thought the movie sucked. We're not talking about a 
light bit of sucking, either - it sucked so hard I thought 
I was going to be pulled out of my seat and right 
through the screen. You see, I was unfortunate 


enough to see it in the cinema; I fell asleep three 
times. One of my companions kept nudging me awake 

- and each time I was dismayed to find that the poxy 
thing was still going, like some kind of relentless, 
rolling boredom ball, a 600ft-high granite sphere of 
tedium, intent on mercilessly crushing anything of 
interest with its fearsome mass. Towards the end (a 
great big tapered end, like a turd's end) I even tried 
applying my mental powers to the task of bringing 
about some kind of telekinetic projector-destruction 

- sadly to no avail. 

Why rip off such a dull film? What next? A Merchant 
Ivory-inspired platform game? Eh? EH? 


Sandwarriors ain’t bad, but it 
ain’t original either. Despite 
all the ‘Chariots of the Gods’ 
storyline, it’s pretty much 
standard cockpit-blasting fare. 
Place it alongside a few of the 
other 3D zap ’em ups on the 
market, and the scores on the 
doors look something like this: 


Sandwarriors 


Darklight Conflict 




Wing Commander IV 
Privateer 2: The Darkening 


TIC Tighter 
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Memory: 16Mb 

Processor: P90 

Graphics: SVGA 

Sound: SoundBlaster and 100% 

compatibles 


Controls: Keyboard, mouse (joystick 
strongly recommended) 
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Pyramiddle of the road. 



Price: £TBC 
Release date: Out now 
Publisher: Gremlin 


Telephone: 01142 753423 


Web site: http://www.gremlin.co.uk 
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Moto 


On C4’s Countdown recently, 
Carol Vorderman picked out 
the letters R, M, O, R, C, E, T, 
O and A. Duncan MacDonald 
got the nine letter word ‘Moto 
Racer’, but it wasn’t in the 
dictionary. There is, however, 
an eight-letter word available: 
can you find it? 


© 


MMM, A MOTOCROSS GAME. I’LL START 
with a vaguely relevant (but true) anecdote. 
Right, when I was 13 I lived near a disused 
quarry, where I'd regularly meet up with chums, 
one of whom, Peter, would sometimes bring his 
older brother’s Montesa 250 trial bike. What fun we had, 
we kids, as we slowly began to push the envelope: stunts 
akimbo, but quite weedy ones in retrospect. However, one 
ridiculously hot Summer afternoon, I dared Peter to ride 
off the top of the quarry - which involved a sheer drop 
of about 30 feet before making contact with the 45 
degree sloping sand bank that led to the quarry's interior. 
(We did the jump regularly on foot, but on a motorbike? 
Forget it!) Much to everyone's surprise, Peter took the 
dare, kick-started the Montesa, and went for it. Uh-oh. 

Looking down over the edge, we saw he was now spread- 
eagled at the bottom of the quarry, with the still revving bike 
beside him. We climbed down, and could hear his groans. 

"My leg, my leg," he was yelping, and we could see what 
he meant: his shattered shin bone had pierced the skin in 
three places. Yikes. Tim’s house was the nearest, so he was 
dispatched to phone 999, leaving the rest of us time to hide 
the Montesa, and concoct a story that wouldn't get us into 


Once you’ve beaten the eighth track , 
you get two further options - the 
courses become reversible or you can 
ride miniature versions of the bikes. 


Sega's 77 Racer ? That's the stance here. Moto Racer is 
a pure arcade experience with the emphasis placed on the 
speed of the proceedings. The game moves like greased 
lightning and, should you own a 3D accelerator card and/or 
a Cray 9000 NASA computer, actually manages not to be 
unplayably jerky while doing so. I, however, played it on a 
basic PI33 and eventually plumped for lo-res. 

The arcadey game structure will be as familiar as the 
arcadey visuals. There are eight tracks, right? But not all 
can be accessed immediately. First, you might want just to 
get the hang of things, so luckily you can race against the 
timer on four of the tracks - or against yourself, thanks to 
the 'ghost bike’ that mimics your previous best laps. Next up 
is the single race, meaning you race against either 12 or 24 
computer-controlled racers - and again over only four of the 
tracks. Compris? So, you want to see the other four tracks? 
Guess what: select Championship mode, place third or better 
in each consecutive bout, and the entire Moto Racer world 
becomes your oyster - or not, if you’re crap. 

Oh yes, and once you've beaten the eighth track, two 
further options come into play. First, the courses become 


Rac 


The tossy bloke on the blue bike can 
also ride a monocycle, is a full-time 
member of the Campaign for Real 
Ale, and, once a year, he juggles 
and does a fire-breathing act at 
the Bristol folk festival. 

O- 


trouble. Eventually Tim reappeared, 
waving, way above. The ambulance was on its way, then? 

Er, no, actually. Tim's mum had suspected it was a 'practical 
joke', and had insisted on seeing the broken leg for herself 
before alerting the emergency services. By the time she'd 
clambered down the bank in her hi§h heels, another 20 
minutes had passed, and Peter's face had gone a bit green. 

"Urn, yes, his leg's broken, you'd better go and phone 999 
immediately," she said. Tjm disappeared for the second time. 

Three quarters of an hour later and Peter was finally being 
stretchered away by professionals, his lower left leg by now 
the size, shape and consistency of a severely clubbed baby 
seal. The superb denouement for all us other kids, though, 
was that not only had a semi-delirious Peter called Tim's 
mum a 'stupid effing bitch' to her face after she asked how 
he felt, but that she was also unable to climb out of the 
quarry unaided. (Tim's dad had to come and help her when 
he got back from work.) Excellent. And, of course, this whole 
episode also makes me an expert on motocross games... 


Moto Racer 

Unfortunately Moto Racer isn't really a motocross game at 
all: or at least half of it isn't, which is a shame. But I'll get 
to that later, after the basic genre and structure explanations, 
which are as follows: 
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(Above) Yes, I know this looks very exciting, but playing it doesn't really feel very 'motorbikey'. It's more like being in a weird 
two-wheeled car which, er, leans left and right a bit (or something). 

(Above right) The Chen twins, blind since birth, were nevertheless keen competitors in the Chinese Motocross League. 

0--- 


reversible (properly reversible, mind you, none of that silly 
Japanese mirror mode); and second, you can ride miniature 
versions of the bikes you've become used to. (For some 
reason I find myself thinking of Ridge Racer Revolution 
on the PlayStation here, which did a similar thing with 
the cars. But maybe I'm just being cynical.) 

How does it play, though? 

Now I can get back to the point I raised earlier: Moto Racer 
isn't just a motocross game - it's also a superbike game, as 
you'll have noticed from the screenshots. So, therefore, the 
races alternate. First you're in a tarmac-hugging mega-speed 
road race on a Honda Fireblade thingummyjig, then you're in 
a motocross race on a trial bike doofer. Then you're back on 
the superbike. Then back to the trial bike. And so on. Boo! 

Why 'boo? Well, what I'm trying to say (and it’s about 
time), is that the super-fast road races are actually mind- 
numbingly boring: but, in Championship mode, to get to 
each successive motocross race, you also need to complete 
a road race. This is a double bummer, because as well as 
being boring they're also extremely difficult because the 
computer riders are gifted with ridiculously fast machines. 

Another point is that in the motocross parts, while 
airborne, you get the chance to perform 'stunts', yet the end 
of race 'score' doesn’t acknowledge your prowess. So why 
bother putting the stunt stuff in? It’s strange, but... 

I have a theory 

I could be way off the mark here, but I get the feeling that 
somebody decided half-way through production of what was 
going to be a pure motocross game with extra 'stunt awards' 
that players would become bored if they weren’t travelling at 
three squillion mph at some point. Thus, some bright spark 
suggested the inclusion of the powerbike bits. Like I say, 


though, I could be way off the mark... but if I'm not, it’s a 
compromise that hasn't done anybody any favours. Anyway, 
even if I am wrong, 50 per cent of the game, although 
blindingly fast, is, ironically, a mega yawn. 

What about the remaining 50 per cent? The motocross 
parts are fun, sure, but it would've been much better if the 
'stunt' stuff had been implemented to completion. (You might 
have placed fifth in an actual race, for example, but thanks 
to points racked up during a triple look-mum-no-hands jump, 
you get shunted up to third. You know? 

Still, if you have a serial cable, modem and/or networking 
facility, it's worth mentioning the multi-player mode, which'll 
be quite a laugh on the motocross tracks. But as for the 
superbike courses, my advice is don't bother making the 
connection because a zillion car games do a far better job. 
Moto Racer is only novel because there aren't any other 
motorbike games available. And also remember this state 
of affairs is due to change. Ho hum. Missed opportunity. © 
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There’s not a lot you can 
compare Moto Racer to, 
apart from Road Rash from 
Electronic Arts and the now 
ancient and long-forgotten 
Cydemania from Accolade. 

Moto Racer 

Road Rash 

Cyclemania 


9ec./t cT/lclc.1 

Memory: 16Mb 


A 


Processor: P90 
Graphics: SVGA 


Sound: SoundBlaster AWE32 


Controls: Keyboard, joystick, joypad 
Note: 90Mb hard disk space required 
(5Mb minimum) 



3D MMX 

mm 
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It's disappointing that there 
aren’t any new units for 
multi-player mode, but it’s 
still good value at this price. 


Price: £14.99 
Release date: Out now 
Publisher: Virgin Interactive 
Telephone: 0171 368 2255 
Website: http://www.vie.co.uk 


C&C: Counter Strike 


And that's about it really. There’s 
no new campaign, and no new cut- 
scenes either - you simply load up 
the missions in whatever order you 
like and attempt to complete the 
objective at hand. That's not to 
say that the missions are boring, 
or that they're any better or worse 
than the ones in the original Red 
Alert - it's just that while playing them you may feel as 
though you're ploughing through them for the sake of it 
as opposed to progressing through a structured campaign. 

On the plus side, the new missions are nowhere near 
as difficult as the ones in Covert Operations (with the 
exception of the first mission, which is a bit of a nightmare), 
but of course that just means you'll get through them all 
the more quicker, which leaves... what? 

Nothing 

Well, not quite nothing. Let’s have a look at what you get 
for £14.99 apart from the 16 new missions: eight new audio 
tracks (whoop-de-doo), a Red Alert desktop theme pack, the 
latest upgrades for Red Alert (fair enough), the most recent 
version of chat@Westwood (ermmmmm), a code in the box 
to unlock the four secret ant missions (which admittedly are 
kind of cool) and over 100 new multi-player missions. 

Hang on a minute, 100 new multi-player missions? So 
you can play in skirmish mode or on the Net using all the 
new units, right? Fab. Er, 'fraid not. Westwood, in their 
infinite wisdom, have decided not to include the new 
units in the multi-player levels. Even as I write this there 
are people on the Net complaining about this very fact in 
no uncertain terms. So in a nutshell then, apart from the 
gimmicky extras, we've got 16 new missions, four new units 
(which you can only use in some of the new missions) and 
100 new multi-player maps which would have benefited 
greatly from the inclusion of some new toys to play with. 

And this is why I can't cite CEtC: Counterstrike as an 
essential purchase. However, it is only fifteen quid, and if 
all you're looking for is another short blast of what made 
the original the classic it most deservedly is, as well as 100 
new multi-player levels (Internet and skirmish mode), then 
you can’t really go wrong. © 


morse code in 
the box unlocks 
the secret giant 
ant missions... 
(Above left) 

...and here's one 
I made earlier. 
(Above top) The 
new Soviet tanks. 


After a nightmarish 
encounter with the C&C 
add-on Covert Operations, 
Chris Anderson cautiously 
approaches the mission disk 
for Red Alert. 


MMM, LET ME SEE, WHAT COULD YOU 
possibly be expecting from an add-on 
disk for Red Alert? How about a new 
plot, played out as a campaign over a long 
series of missions, and maybe a few new 
units to spice the campaign up a bit and make 
multi-player games more exciting? And then, of course, 
CEtC just wouldn’t be the same without those fantastic 
cut-scenes to set the scene before and after a mission, 
so yes, we'll have some more of that please. 

Having stated my wish-list it’s time to have a look at 
the CEtC: Counterstrike package. Well, you can forget the 
new campaign for a start. What we've got here is 16 new 
single-player missions (eight Allied and eight Soviet) and 
a few new units (tesla tanks, elite super soldiers, wonder 
dogs and superjets). 


The underground missions return in C&C: Counterstrike. 

-O 
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It wouldn’t really be fair to 
compare C&C: Counterstrike to 
anything other than Red Alert 
itself and Covert Ops, which is 
the only other C&C add-on 
available. Unfortunately it loses 
out to both - Red Alert has a 
full campaign and Covert Ops 
offers more of a long-term 
challenge, if only because it’s 
a total bitch to complete. 


C&C: Counterstrike 


C&C: Red Alert 


C&C: Covert Operations 


Memory: 8Mb (16Mb recommended) 
Processor: 486DX/66 (Pentium for 
Windows 95) 

Graphics: VGA/SVGA 
Sound: SoundBlaster and 
compatibles 

Controls: Mouse, keyboard 
Note: 28.8 modem required for 
Internet play 
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©1997 Xatrix Entertainment Inc. All rights reserved. Redneck Rampage is a trademark of Interplay Productions. All rights reserved. 

Interplay is a registered trademark of Interplay Productions. All rights reserved. Interplay is the sole publisher and distributor. All other trademarks and copyrights are property of their respective owners. 























Interstate 76 


Unfortunately Interstate 76 failed to attain Recommended 
or Classic status, however, Duncan MacDonald thinks that in 
this case there should be an additional score for ‘grooviness’, 
so read on and award extra points as you see fit... 


AVE A GOOD LOOK AT THE PANEL BELOW 
t - it's the brilliant intro to Interstate 76, 

Wt and it sets the superb flavour of the game 
to come. It's essentially a mission-based car 
game cum shoot 'em up in so far as (a) there 
are missions, (b) you drive a car, and (c) you're 
loaded up with cannons, rockets and all sorts of other kit. 
The basic story is a sort of post-apocalyptic Mad Max 


affair, but set in the States rather than Oz. The baddy 
(the one who shot your sister at the beginning, while 
you were busy listening to the groovy funktrack) is after 
the last great American oil reserve, and he has a gang 
of about 17 trillion car driving hoodlums to help him. 
You, on the other hand - as you'll have gleaned from the 
opening credits - have only yourself, Taurus and Skeeter. 
Oh well, at least you own the grooviest waistcoats! 


?7it£c.>Ll£rt£e 76 — £/lc lmjLHxj- 


It's cards on the table time: as I've explained in my review. Interstate 76 doesn't 
quite cut the mustard as a completely playable game. That said, it's well worth 
talking you through one of the best opening sequences in the entire history of 
the universe - it really is that good. 


This is the 'hubcap cam' 
of a car driven by a white 
chick, who's being chased 
and machine-gunned at. 
The camera angles 
change with gusto, until 
eventually she crashes 
into a factory warehouse 
doofer. She clambers out 
of her totalled car, sticks 
a clip in her pistol, and 
prepares to 'greet' her 
adversary... 



And this (whukka chaka) 
is Taurus! (Chaka whukka, 
chaka whukka!) Yup, it's 
the really groovy bloke 
we saw before. He used 
to be your sister's partner, 
but now she's dead he's 
become your partner. 

Yup, it's buddy cop time, 
and the wah-wah guitar 
is getting louder and 
louder... 



Unfortunately, he 'greets' 
her first (from behind, 
with a bullet through the 
lung). Oh no! But then a 
really groovy black bloke 
wearing yellow flares 
turns up. He tenderly 
cradles the terminally 
injured babe in his arms, 
her dying words being 
that her brother must 
be told. Then she pops 
her dog-ettes. 


Whukka whukka chaka 
chaka chaka. Eh? What's 
this? It's, er, apparently 
your sister, Jade. But she's 
supposed to be dead, isn't 
she? (Chaka chaka.) So 
how come she's got such 
a big credit? (Whukka 
chaka.) Hmmm, maybe 
that 'lung shot' didn't 
finish her off after all. But 
I'm only guessing here. 



Cue the Interstate 76 
logo screen. But, more 
importantly, cue some 
seriously '70s wah-wah 
guitar. Whukka chaka 
chaka, whukka chaka 
chaka. Think the theme 
from Shaft , but better, 
much better. And then 
the bass and drums kick 
in! Whukka chaka boom, 
chaka whoom, chaka 
whukka chaka whoom... 


(Chaka whukka, whukka 
chaka!) Look, it's Skeeter. 
What a banjo-playing 
twat. Nevertheless, he's 
the bloke who's going to 
be constantly fixing your 
car with whatever comes 
to hand in the middle 
of nowhere, so the fact 
that he's made up of 'P' 
chromosomes matters 
not a jot. 




Carlo Defungi 


Now the actual credits 
begin, in true '70s 
fashion (naturally). 

It's Starsky And Hutch 
meets The Professionals, 
if you like. (Whukka 
chaka, whukka chaka, 
chaka chaka whukka.) 
Here's Groove Champion, 
the bloke you'll be 
playing, and whose 
sister was killed at 
the beginning... 


Whukka chaka, chaka 
chaka. It's the baddy. 
(Chaka whukka.) That's 
right, the one who 'killed' 
your sister. (Chaka chaka.) 
Bastard!!! (Chaka chaka.) 
You and Taurus (with 
occasional help from 
Skeeter) have to destroy 
his empire. (Whukka 
chaka, whukka chaka, 
chaka chaka, etc...) 





The whole look and feel of 1-76 is 
quite unique, thanks to the almost 
brutal use of quite angular polygons. 
If only it moved a little quicker... 

O- 
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If Interstate 76s game engine 
worked as well as Carmageddon s, 
then... well, oh happy, happy, joy, 
joy. Sadly, this just isn’t the 
case. The poor relation here 
is l\FS2 which, by comparison, 
is rather damp and squidgy. 


Interstate 76 


Carmageddon 


Need For Speed 2 


Quarantine 2 


Screamer 2 


??ClciL cS*f2-CLCLA, 

Memory: 16Mb 

Processor: P90 

Graphics: VGA/SVGA 

Sound: Windows compatible sound 

cards 

Controls: Mouse, keyboard, joystick 


If ever there was a case for a game needing the help of a 3D accelerator card, it's Interstate 76. The developers maintain that 
they are currently working on a patch that will take advantage of Microsoft's D3D, but we've yet to see anything. 

O-—— 


Price: £39.99 
Release date: Out now 
Publisher: Activision 
Telephone: 01895 456700 
Website: http://www.activision.com 


Bookends... 

Here's what the Interstate 76 manual says about the in-game 
cut-scenes: "[It] provides players with one fluid cinematic 
experience by creating scripted animated sequences with the 
same art style as the simulation. Serving as bookends to each 
mission, the sequences - which feature unique and engaging 
characters - allow the story to unfold by providing players 
with mission briefings and debriefings." 

So what's new there? I'll tell you, and the clue is in the 
words "animated sequences with the same art style as the 
simulation". Yes, the plot parts of the game and the 'play' 
parts of the game blend seamlessly into one, thanks to 
everything - including the actors - being polygonised. It 
works a treat, or rather it would work a treat if you didn't 
have to turn off all the in-game detail to get anything 
approaching a workable frame rate. 

Oh no... 

Oh yes. Sorry. It's a crying shame, it really is, because 
Interstate 76 could have been a real contender. The cheesey 
70s storyline, acting and direction are brilliant - as are the 
missions. In terms of ‘interactive movie', this works. And the 
music? Whukka chakka chukka! It's so seriously groovy that 
words fail me (I wonder what make the wah-wah pedal is? A 
really old Colorsound one maybe?). 

But I'm drifting from the point. Interstate 76 fails to be a 
classic, at the end of the day, because the in-game graphics, 
once toggled, suck. It's one of those cases, however, where 
you find yourself asking 'But do I really care? Things are so 
potentially excellent could I not overlook the shortcomings? 
Could I not get used to the crap visuals?’ Unfortunately in 


Q- 

In-game graphical detail is high, but it's a 
compromise between graphical lushness 
and seeing things on-screen move at a 
speed at which you can play the game at. 


Oh no, guilt, guilt... 

I hate having to give Interstate 76a lowish score, because 
originality really should be rewarded, as should the fact 
that the playing areas are so large and that you can drive 
wherever you like. Urn. How about, er, we applaud Interstate 
76? No? Go on, please, let’s get to our feet and give a hearty 
round of applause before I award the score. I'll clap first. 
(Clap clap clap clap.) Come on, clap with me. (Clap clap clap 
clap.) Awww, come on, please... (Clap clap clap clap.) Bastard. 
Still, at least you get the drift, eh, even if you won’t clap. 
(Phew, thank god that's over - A Reader) 

Interstate 76 is just about the most groovesome car game 
ever, but unfortunately it sort of shoots itself in the driving 
foot. So, urn, I suppose it's back to the bloody carnage of 
Carmageddon then (which from now on I'm going to play 
while listening to old Shalamar singles)... 0 


this particular case, you can't. I tried and I tried, but 
eventually gave it up as a bad job. It's a case of the 
proceedings being clear and good-looking but unplayably 
jerky, or bland and empty (and, er, still a little bit jerky 
to be honest). Plus - and this is even worse - the mountain 
scenery polygons sort of continually 'update themselves', 
even when you're right next to them... the net affect being 
that there you are jerking about in blandsville, while the 
mountain up ahead is going all wibbly. (I take it those are 
technical terms - Ed?) 


cTcofLe 

Lots of agro and lots of 
afro. Unfortunately lots 
of jerkovision as well. 
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Terraria 


With the most embarrassing 
quote of his life having made 
it from the Terracide Blueprint 
to the game’s advertisements 
(Something about tongues, 
wasn't it? - Ed), we thought 
we’d give Paul Presley the 
chance to top himself. If he 
writes the review for us first, 
of course. 


BOUT SEVEN YEARS AGO I NOTICED THAT 
PC gaming was evolving at a rate of knots. 
As a staff writer on some half- 
arsed computer rag I was given 
the task of reviewing Wing 
Commander. A large red 'Warning!' 
sign leapt out at me when I opened 
the box, telling me that unless I had 
the kind of computer system that was 
used to control the Space Shuttle at 
the time, I might as well forget about 
running the game in 'full monty’ mode. 

Welcome to the future, I remember 
thinking, it's going to be complicated. 

Never again would a PC game run without 
any fuss and nonsense during installation. 

Things have improved over the past few years. 

Windows 95 aimed to 'standardise' games programming 
methods, and most games now pretty much run simply by 
putting the CD in the drive. But now that's been shot to hell 
with Terracide : it's no longer memory configurations we have 
to mess around with, it's hardware cards. Sometimes I envy 
PlayStation owners. Sometimes. 




(Above) 

The notorious 
Pentium bug 
takes a nasty 
turn. 

(Left) What every 
chic psycho-mutant 
will be wearing this 
nuclear winter. 
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mutated themselves into weird psycho-creatures and thought 
it would be amusing to come back and kill us all. Like, dead. 

Naturally, stopping them isn't a case of just throwing 
everything we've got at their approaching spaceships, as 
we're hopelessly outclassed in the weapons department. 
Instead, the powers that be have decided that the old Star 
Wars line of defence is the only way out for mankind, so 
off we go in one small fighter craft to penetrate each of the 
ships and blow them up from within (making sure we get out 
first, obviously). Lone heroes don't grow on trees you know. 


But first... 

Before I start on all that, let me tell you about the game. 
Terracide is the first in a whole slurry of Descent- style titles 
(well, three actually) that are coming your way between now 
and the magical time of year called Microsoft Christmas 97™ 
(I understand they're sponsoring it this year). The basic plot- 
line is that a happy-go-lucky band of space colonists left 
the Earth several centuries previously, found it tricky going, 
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(Above) The awe-inspiring majesty 
that is Earth. 

(Left) Outside the ships, Terracide 
takes on an X-Wing kind of bent. 
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So, graphic cards 

Terracide is the first game I’ve come across (although it’s 
unlikely to be the last) that’s Graphic Card Intensive - it 
supports just about every accelerator card available and 
has been designed with Direct3D in mind. Consequently, 
it looks absolutely bloody wonderful. 

Or, at least, so I thought. You see, while playing it in the 
PC Zone offices on a machine equipped with the 3Dfx card, 
half the people that stopped to watch said complimentary 
things about the graphics; but the other half weren't quite 
so enamoured. “Too flat," they said. "Not very realistic. Too 
angular." And I can see their point. Compared to Quake, for 
example, it does look very, well... flat. There's a lack of grainy 
realism. There's plenty of light-sourcing and certainly a lot of 
darkness in places, but there's a distinct absence of believable 
shadows. As a result, everything looks very polished and 
shiny, and at times it's very obvious you're looking at textured 
polygons instead of realistic wall surfaces and the like - you 
can see one kind of texture end at the edge of a polygon and 
then another one take off at the start of the next, rather 
than a smoothly curved transition between the two. 

Of course, the flip side is that despite being angular and 
shiny, Terracide looks and moves extremely well. There’s no 
pixellisation when you get up close to a textured surface - 
everything's smoother than silk in terms of movement and 
object animation, chrome surfaces reflect superbly and so 
on and on. Nearly all the effects on offer from the new 
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Some of the strangely shaped ships shooting sharply through space, swiftly signalling 'sayonara' for, er. Earth. (Terrible - Ed) 



Aargh, run! It's a giant killer Liquorice allsort! 


graphic cards work exactly as promised. It’s a bit like going 
back to the early days of software programming again - 
Simis are the first team to have flexed their muscles with 
the new systems, and have achieved commendable results. 
It's just that you know the graphics potential envelope has 


some cases it was practically unplayable - jerkier than 
Mohammed Ali and about as visually clear as a glass of 
Thames water. I'm sure it'll probably run okay with a higher 
processor and a bit more RAM in your graphics card but, to 
be totally honest, I wouldn't really recommend Terracide 
without some kind of 3D card backing it up. 

Take it for a spin 

One other area that gives cause for concern is the control 
method - you really do have to get used to it. Despite a 
plethora of tuning options it’s hard to find a setting that 
works comfortably with the mouse or keyboard — unless 
you like loads of impromptu spinning and rebounding off 
walls, that is. Joystick play is better, but to get a real sense 
of control you'll need a highly sensitive one; you should find 
that any decent flightstick will do the trick, and after a while 
you ought to start getting the hang of things. Again, as with 
the graphics, you’ll get a lot more out of the game if you're 
powerfully tooled up. 

Interestingly, features such as auto-levelling and auto¬ 
pitching, which reorient your ship after you spin or bank, 
both help and hinder. They're really annoying for delicate 
sniping work because they keep moving your sights, but they 


Terracide supports just about every accelerator 
card available and has been designed especially 
with Direct3D in mind. Consequently , it looks 

absolutely bloody wonderful. 


yet to be pushed to its full extent and that in the next few 
months the visuals are going to improve even more as people 
start to get to grips with What's possible. 

I’m not a flash git though... 

...and you don't have one of these graphical beasts in your 
machine. Well, don't worry, because the game comes with 
its own software routines - the non-hardware versions of 
Terracide actually look much closer to the Quake levels of 
grainy realism than the accelerated ones. 

Having said that, you'll need loads of processing power 
to get it to run nicely. I tried the native version on a Pi20 
with 32Mb of RAM at various different resolutions and in 


come in handy if you want to stop yourself from behaving 
like a pinball when you're zooming along a twisty corridor. 

Three of a kind 

Terracide is a good game, but it’s not always apparent while 
you're playing. There's little to distinguish it from the original 
tunnelly Doom game other than its technical advancements. 
Descent 3 will probably take advantage of the same hardware 
(as will Probe's as-yet-unnamed Descent game; see Blueprint, 
page 54), it remains to be seen if it will offer any new game- 
play. Terracide is more of a stop-gap, but the fact that it's 
out now helps - it comes down to how patient you are. And, 
as I said, how much oomph is under your PC's bonnet. 0 



o 


(Above) Giant fans make life tricky with realistic wind effects. (Far right) Sometimes you just get a bad feeling about a room. I 



So is Terracide better than 
Descent 2 ? It’s a tricky question 
to answer... although Terracide is 
technically far superior. Descent 
2 has just that little bit more 
going for it in the gameplay 
department. 

Terracide 

Descent 2 


Tunnel B1 
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TWO CAPTAINS 

• It-'' 


VOUR 

COMMAND?* 


From the makers of 

STAR TREK : 

THE NEXT GENERATION 
A FINAL UNITY’ 


Take a journey beyond imagination! Play Captains Kirk and Picard 
and the characters from Star Trek ": The Next Generation™, as 
you pursue the obsessed scientist Soran through space and time. 

Negotiate your may through stunning 3-D worlds, engage alien 
vessels in space battle, use stellar cartography to guide the U.S.S. 
Enterprise NCC-1701-D™ to success and save millions of 
innocent lives. 


dflCRO PROSE 



'*», do s (< ; 1997 Paramount Pictures. All Rights Reserved. Star Trek and Related Marks are Trademarks of 
Paramount Pictures. MicroProsc is an Authorised User. MicroProse is a registered trademark of MicroProse 
Software, Inc. Computer Code and Manual <>'■> 1997 MicroProse Software, Inc. All Rights Reserved. 

All other trademarks are the property of their respective holders. 
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to u’ve leafed 
through the main 
reviews section, 
so now read about 
the games that 
we were still 
desperate to 
tell you about. 
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(Above left) Well, this shot should be easy now they've built this training bridge. 
(Above right) Jack gets a touch miffed at his last shot. 
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The graphics and appeal of playing a gun-toting ape were sadly not 
enough to transform F&K into a worthwhile gaming experience. 


I lf you really want to play adventure 
games that look like this then buy 
the Roberta Williams Anthology. 

-O 

Wizard And The Princess, Mission: 
Asteroid, Time Zone, Dark Crystal ), 
full versions of some slightly newer 
adventures [King's Quest 1 to 7, the 
Lara Bow games, and Mixed-Up Mother 
Goose), and a 'demo version' of one 
very new one ( Phantasmagoria ). 

Sounds incredible? Sounds like a 
big bag of adventuring joy? Well... 
the problem is that the early games 
are little more than curios - nigh-on 
unplayable ones at that (well, they 
were written in 1928 or so), and many 
of the mid-period titles are beset with 
technical problems (they haven't been 
patched, re-hashed, or re-written, and 
subsequently don't always run properly 
on modern systems). You're unlikely to 
want to go back and play anything 
p re-King's Quest V anyway unless 
you're a weirdo. Ultimately, this entire 
package is of interest only to Sierra 
completists or self-styled videogame 
historians. Oh, and by the way, Mystery 


FIRO AND KLAWD 

It's a bit of a clumsy name for a game, 
isn't it? Firo And Klawd are a crime- 
busting duo with a difference: Firo 
is an orang-utan, Klawd is a cat. 

They patrol the streets of New 
Yak (har har) wiping out 
bad guys and jumping 
around and stuff. It 
doesn't seem too 
bad for the first 
30 seconds or so 
- the graphics 
are okay, the 
isometric- 

perspective action is 
pleasantly nippy - but 
it soon becomes apparent 
that irritation is going 
to win out over 
entertainment. 

It's hard to 
aim properly 
at the enemies 
(who seem to 
respawn every 
three seconds), 
know where you're 


supposed to be going, and even harder 
to jump onto platforms. Worse still, 
there seems to be little or no structure 
to the gameplay itself, so it all feels 
rather aimless. A shame, because I 
rather warmed to the idea of playing 
a shotgun-toting ape. Maybe next 
time, eh? 

Charlie Brooker 


Publisher: BMG/Interactive 
Studios Ltd 
Price: £29.99 
Tel: 0171 973 0011 


JACK NICKLAUS 4 

There's a certain aging golf game 
that I'm particularly fond of. I shan't 
mention its name again as people who 
can't see further than the Links or PGA 
mobs tend to get upset. However, even 
though I have to admit that it's looking 
somewhat dated these days, it still 
plays a better game of golf than 
anything else out there (and believe 
me, I've played them all, even the real 
thing). The reason I bring it up is that 
Jack Nicklaus 4 isn't a game about golf. 
It's a game about golf courses. That is, 
it tries to be both a golf game and a 
course designer, but the actual game 
section really isn’t much cop. 

Let's face it, it's pretty hard to mess 
up a golf game these days. They all use 
the standard three-click swingometer 
(first pioneered in That Other Game 


I might add, only to be laughed at 
because it wasn't straight like the 
original PGA Tour Golfs was. Now they 
all use it), so why Accolade felt the 
need to make it so bizarrely stylised 
that it's almost unusable here I really 
couldn’t tell you. 

Aiming your shot is cumbersome, 
as is putting. There's no real way of 
reading the greens and the grid overlay 
is next to useless, meaning that three- 
putting on even the shortest of holes 
is almost an inevitability. 

On the plus side though, it looks 
lovely. Truly. Although since fifty per 
cent of the game is actually concerned 
with the creation of courses, this is 
only to be expected. Nicklaus himself 
has become quite a prolific course 
designer in real life and this level of 
creative commitment is reflected here. 
The designer is simple to use yet 
comprehensive enough to allow for 
some really nice designs to emerge 
with only a few hours' effort. 

So basically it's a game of two 
halves (to borrow a metaphor from a 
completely different sport). A fairly iffy 
golf game combined with a pretty decent 
editor. You just have to ask yourself how 
badly you want to design golf courses. 

Paul Presley 


Publisher: Accolade 


Price: £TBA 


Website: http://www. 


accolade.com 

E Id 1 



ROBERTA WILLIAMS 
ANTHOLOGY 

Retro-adventuring: is it value for 
money? Sierra have trawled through 
their back catalogue and bunged the 
entire canon of Roberta Williams 
adventures into one handy package. 
Here's what you get for your money - 
full versions of a load of very old text- 
based adventures which run on an 
Apple II emulator [Mystery House, 


House (the first Sierra adventure game, 
included here) understands the *F' and 
'C words, and will chuck you out of 
the game should you type them in. So 
now you know. 

Charlie Brooker 


Publisher: Sierra 
Price: £34.99 
Tel: 0118 9209100 
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GLORIANA 

The strangely subtle Gloriana surprised 
me this month, but then I never 
envisaged a Christopher Columbus- 
style trading game ever appealing 
to me in the way that this game did. 
Admittedly I was first lured by the 
glorious graphics (tart that I am), 
but it soon became clear after mere 
minutes of play that this game would 
be a strangely compulsive experience. 
And guess what? It was. 

The shell is a simple mix of goods 
trading and real-time combat, though 
the combat sections don't really come 
into their own until quite a way in. 
What makes the game interesting, 
though, is the way in which an 
initially simple plotline can expand 
into a whole separate adventure in 
itself - constantly surprising on the 
way. The initial few 
hours of play are 
T" quite sprightly, but 

nJ ["l^K could v ' ewecl by 
some as quite dull 




I EA's Gloriana proved to be a 
compulsive experience. 

-O 

because there’s a bit of to-ing and 
fro-ing as you try to build up your 
bank account. Stick with it and the 
game will open up. 

Aside from some dodgy video, and 
the fact that anyone caught playing 
Gloriana is instantly stung by the 
stigma attached to liking 'boat games’, 
everything else is pretty much spot on. 
Out of everything, the fluidity of the 
interface impressed me the most - it 
really helps unfurl the story and never 
hinders when there's business to be 
done. ("My God - this man openly 
confesses to liking 'boat games'!" - 
A Reader) 

Paul Mallinson 




RIOT 

How many futuristic sports games 
have we seen come and go in the past? 
Quite a blummen few, I can tell you. 

No matter how good the motion 
capture is, how 'atmospheric' the 

o- 

It might not look that bad, but Riot 
is far from entertaining. 
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FOOTBALL MASTERS 

It's getting to be a very crowded market. Gremlin's 
'all-new' Premier Manager 97 is out next month, as 
is EA Sports' FIFA Manager. The next USM isn't far 
off and an updated and 'enhanced' version of 
Championship Manager 2 is due for release in August, 
along with new titles from both Ocean and Anco. 


little dated, it's not what it looks like, but what's 
inside that counts. As far as stats and Al go, there are 
a few things amiss. In my first season, Arsenal's Viera 
went after just a couple of games to Leeds for just 
over a million quid and Liverpool's Jamie Rednapp 
jumped ship to Everton shortly after for a similar 
figure. A look at some Premier league first team 
line-ups caused a few eyebrows to fly skyward as 
Arsenal were seen to be playing with reserve striker 
Paul Read up front and both Wright and Bergkamp 
on the bench. Across many of the teams, players were 
consistently being played out of position (Colchester's 
back four consisted of four right-backs, despite there 
being other first team defenders in the squad). And 
even though I had a battery of tactical features at 
my disposal (man-marking and aggression level etc), 
my team seemed to be wildly inconsistent despite 
my best efforts. 

Fans of the genre will know that in footie 
management games realism and being 
able to suspend that sense of disbelief 
is everything. As soon as something 
happens that alerts the player to the 
fact that the environment they're 
operating within is not quite right 
(for example, when any of the above 
anomalies happen) then alarm bells 
start ringing, you start looking for and 
noticing other things that aren't quite right 
and it all starts to go a bit pear-shaped. 

In all fairness, Football Masters features some 
nice ideas, but is ultimately let down by an awkward 
interface and erratic Al. As with most games in the 
genre, the more time you put in, the more you get out 
of it - the encyclopaedia is a particularly nice feature, 
but like so many other features within the game, it 
could be implemented and presented better. 

With so many other titles coming out over the next 
few months, it would be hard to recommend Football 
Masters. Personally, I'm going to stick with CM2. 

Jeremy Wells 


At the moment, it's pretty much 
horses for courses. If you want stats, 
workman-like, accessible presentation 
and uncanny realism you play CM2. If 
you want to be visually impressed and 
dabble in the financial side of things, then 
you play Premier Manager. What the new titles 
will bring to the genre is anyone's guess, though it's 
clear that ESP Software have looked long and hard at 
other games on the market and at least attempted to 
take things further. In Football Masters you're given 
much greater control over tactics and training than in 
other games, and while the presentation is sometimes 
a little confusing, it does represent a step forward 
in terms of managerial control. Another worthy plus 
point is the facility to tailor the features depending 
on how much you're concerned with the financial 
affairs of your club. Depending on your preference 
you can either play the game as a tactician, financial 
dealer or, if you're up to it, as both, which will 
ultimately give you the greatest control and, 
presumably, success. 

Although the overall look of Football Masters is a 


M Premier League Fixtures 


Team Statistics 


Publisher: ESP Software 
Contact: 01702 434600 
Price: £29.99 


Publisher: Electronic Arts 
Price: £39.99 jfs^ ? J| 

Tel: 01753 549442 



































(Main picture) It's a tank game, 
here's a tank. Happy? 

(Right) Get used to this particular 
sight. 

(Below right) I spy with my little 
eye something beginning with T. 


-O 

sound effects, or how good the Al, 
futuristic sports games are usually 
portrayed as a cross between the TV 
show Gladiators and the worst the 
varied US sports TV channels have on 
offer to all chronic insomniacs with 
cable TV installed in their bedrooms. 

Riot, I'm afraid, falls into this trap. 

Despite the fact that the control 
system isn't really that bad - hardly 
intuitive, but not obstructive - and 
that initially it seems like it could be 
a bit of fun, Riot’s yawnsome concept 
and gaudy presentation do nothing to 
keep the player interested and you 
come away with nothing but a cheap 
thrill and a sore head. And the thrill 
doesn't last long. 

Playing with a decent gamepad 
helps, especially if you want to get 
good at the game (which is quite 
plausible if you're immune to the 
embarrassment of controlling a bunch 
of shoulderpad-laden ponces mincing 
around on a big dartboard throwing 
lightbulbs around), but I can't really 
see even the league, tournament and 
multi-player network options tempting 
anyone to go back to Riot after the 
'average detector' has sussed out that 
the whole thing is actually log. 

Paul Mallinson 


Publisher: Psygnosis 
Price: £39.99 
Tel: 0151 282 3000 



options, three theatres of war and 3D 
graphics and you have yourself a real 
winner of a game, no? 

Well, no, actually. The graphics are, 
how to put this politely... a bit crap. 

The three theatres of war consist of 
two green billiard tables (Ukraine and 
Bosnia) and a brown billiard table (the 
Middle East). With the exception of the 
odd tree and pylon it's all a bit plain. 

Now this wouldn't be so bad if the 
game was a rip-roaring barrel of fun - 
but it isn't. This is the basic mission 
structure: drive to waypoint, see brown 
blobs (the enemy), shoot at brown 
blobs, carry on driving. Get the picture? 
All the excitement of a Sunday 
morning drive plus graphics that 
remind me why I ditched my Amiga. 

If you're a slavering fan boy of tank 
games then I suppose you could find 
something in this to enjoy - hey go 
ahead, it's a free country after all. For 
me though I think I'll try something a 
little more fun, like gouging out my 
eyes with a rusty spoon. 



Paul Ditta 


M1A2 ABRAMS 

This baby centres on America's main 
battle tank. You have the option of 
controlling a single tank, platoon or 
company. Add to this multi-player 


Publisher: Interactive Magic 
Price: £39.99 
Tel: 01344 409399 
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The hit machine 




for your 
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maker 20 
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with more than 
1.200 samples 


ou,I i 




music maker and 1200 (!) samples 
of various music styles (ranging 
from Techno/House/Dance to 
Rock/Pop) you can create your own 
chart breakers with your PC - even if 
you have no musical knowledge! 
Additional sounds in your favourite 
styles provide endless fun! 
Definitely recommended by: 
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PC Format ncnra 


CD-ROM Magazine: 


Top additio n al sound pool CD RomsJ 

for your MAGIX music maker 


In the MAGIX WAVE Soundpool, top producers and DJ's from all over the world provide 
you with more than 1000 professional samples per CD Rom for your personal hits! 
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Now available in major record stores and at: 

GAME 


m 



For more information: http://www.magix.net 


Join the fun and be one of 10 to 
win a free MAGIX music maker 2.0L, 

Simply fill in the coupon, stick it on a postcard and send it to: 

MAGIX Entertainment 
212 Piccadilly 
London W1V 9LD 


Name 


Address 
Date of birth 
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/ Yoda Stories 


I Banzai Bug - well, it sounded like a 

good idea at the time. 

-O 

BANZAI BUG 

Flies do all sorts of things which don't 
really lend themselves too well to 
videogame interpretation. Fun though 
a game in which you get to vomit onto 
dog turd and then eat it may sound, 
it's unlikely to see the light of day in 
our lifetime. In the meantime, if you 
want to know what it's like being ‘a fly 
on the wall', this is your best bet. 

Yes, dear reader, Banzai Bug is 
perhaps the closest we'll ever get to 
playing a 'fly simulator'. Aimed fairly 
and squarely at younger players, it's 
best described as an 'explore ’em up' - 
the idea is to fly around various 
locations in search of edible nuggets, 
then escape to the next level. Stylish 
visuals throughout (although without a 
3D card they tend to chug along at the 
higher settings) and impressive use of 
sound effects give it a polished air, but 
sadly the game itself quickly becomes 
as repetitive as a machine-gun loaded 
with tedium bullets. Try as it might, it 
can’t fool the kids, who'll merely raise 
an eyebrow and then return to the gib- 
heavy action of Quake and company. 

Charlie Brooker 


YODA STORIES 

Remember Indiana Jones And His Desktop 
Adventures ? If ever there was a misunderstood 
product out there, that certainly was one. Not really 
a game, not really a screensaver... just sort of half¬ 
way between the two. Yoda Stories is something that 
follows in the same vein but errs more toward the 
'game' side of things. Think adventure games circa 
1984, think Zelda on the Gameboy, think simple, 
randomly generated, top-down scrolling adventure 
game with lots of extremely cute-looking Star Wars 
imagery. Lob in some fantastic sound effects and a 
few little add-ons to "Star Wars-ify" (is that a word?) 
your desktop and you've got a good idea what this 


It may look rather cute on your desktop, but don't 
expect Yoda Stories to keep you up into the night. 
It's an interesting little distraction and nothing more. 


little package is all about. 

It's not so much a proper game, it's more a sort 
of 'interactive toy' - which apart from a completely 
horrible expression is 
something that we're 
seeing more of these 
days. The adventures 
that the game 
generates will 
only last you an 
hour and are simple 
'do this, do that and 
then find such and such 
an object' type affairs and 
are a great distraction if you're 
sitting at your desk at lunch-time 
rather than sitting down the pub with other 
people who have friends... and lives. 

This isn't the kind of thing you'd buy to use at 
home. It's a definite 'work PC' toy, so don't expect 
anything too deep. To add a bit of extra value, 
LucasArts have seen fit to throw a copy of the 
exquisite 'Making Magic' Star Wars multi-media 
thingy - so you can watch how they added the new 
bits to the trilogy. This is a pretty interesting thing to 
click through if you're a Star Wars fan, but it's really 
the sort of product that you look at maybe twice and 
then immediately forget about. However, don't think 
of Yoda as a game and you'll love it. 

John Davison 


Publisher: LucasArts/VIE 

Price: £19.99 

Tel: 0171 368 2255 




Publisher: Grolier Interactive 
Tel: 01865 264800 Jjj 
Price: £TBA 




File Options Window Help 


Locator 


Lightsaber 


Blast Rifle 


Blue Key Card 


Blaster 


Transfer Register 
Thermal Detonate 
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SCARAB 

Blimey, this sounds like a bit of alright: 
'Engage in fierce combat across seven 
fully-textured 3D arenas that include 
elevators, moving platforms, tunnels, 
and traps." And wait there’s more, you 
get to take control of three enormous 
robots with 40 different weapon systems 
at your disposal, and if you get bored 
with the single-player game, you can 
take on six of your mates across a 
network, or even on the Internet. 

There's one slight snag however: the 
game is absolutely awful, which kind of 
ruins things a bit. Let's start with the 
ugly, angular graphics for the buildings 
and robots, and move on slowly to the 
cumbersome and decidedly unintuitive 
interface, finally arriving at the most 
ridiculous plot for a big robot game 
ever (aliens in robot suits clobbering 
each other in an Egyptian setting, 
hoping to become one of the great 
'Gods' or something equally pathetic). 
You may have gathered I don't like it 
very much. I don’t like it very much at 
all, in fact. You, however, may well find 
it has hidden depths which I haven't 
discovered. (Yeah right - Ed) 

Chris Anderson 


(Right) In the future, all robots will have pointy ears and prance about 
the place like Wayne Sleep with a turnip up his rear end. 

(Below) Well, those air to ground anti-tent missiles certainly seem 
to have done the trick. And they were such good value at only 
£4.99 for half a dozen. How do they do it for the price? I guess 
we'll never know. 


Publisher: Electronic Arts 

Price: £34.99 

Tel: 01753 549442 


GRIDRUN 

Your first thought when you start 
playing Gridrun is “Yuk! It’s playground 
‘It’, but with the additional task of 
collecting flags. How dull!" The intro 


* m * 


^OLLeu-f HLrtGS 


gives provides the storyline, but it's not 
essential to the gameplay 

Your task is to capture flags while 
outwitting your monster opponent, 
while trying to progress through the 
15 worlds to get to the Empress Vorga. 
To begin with you're neutral. If you 
capture a flag before your opponent, 
you're no longer 'it', which means that 
you can't continue capturing flags. If 
the monster touches you it's his turn to 
collect flags and you don’t get another 
go until you touch him back. If he 
collects the allocated number of flags 
for that level, YOU LOSE! 

Gridrun is fun for a time and quite 
difficult at first, but once you get the 
hang of it it's rather monotonous. It’s 


a bit like Lemmings in that after a 
while you’re not sure if you can be 
bothered to save the little critters 
any more and you resort to blowing 
them up instead. 

Speed is essential, as are quick 
reflexes. Although this game supports 
the use of the keyboard, I wouldn't 
recommend it - it makes your hand 
ache and it's easy to hit the wrong 
key at vital moments. ‘ 

I probably wouldn't buy Gridrun just 


from reading the blurb on the box, but 
like so many puzzle games you'll find 
that it’s surprisingly compulsive once 
you get stuck in. I don't think it will 
prove to be an enduring favourite, but 
it was nice while the urge lasted. 

Katie ( alder 


Publisher: Virgin 
Price: £34.99 
Tel: 0171 368 2255 


o-- 

As you can see from the screenshots, Gridrun shows its PlayStation roots quite 
clearly. The game has obviously been written with console owners in mind, and 
for that reason it's never going to satisfy hardened PC strategists who are used 
to playing games that present much more of a challenge. 
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Choose your new game now! 

You can have any one of the superb games shown 
as your new subscriber gift. Simply write your choice on 
the order form and return it to us within 14 days. 


lake out a subs< 
'C Zone today and we’ll send 
game worth up to £49.99. E 
game and 12 issues of PC Z< 


The best space combat engine game bar none. 


F22 Lightning II 
Score: 90 


ATF Gold 
Score: 92 


Worth: £44.99 


Act now to guarantee your saving 
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AH-64D Longbow 

Civilization 2 


Score: 90 

Score: 90 


1 Worth: £44.99 

I Worth £44.99 
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PC 

Z?NE 


Subscription 
Order Form 


Bonus gift 

1 

P&P 

Top game 

1 

REE 




□ Please start my subscription from the next available issue and 
send me my bonus game 

OR □ lam already a subscriber, please extend my subscription and 
send me my bonus game (subscriptions can only be 

EXTENDED BY CHEQUE OR CREDIT/DEBIT CARD) 


Your Game 

f The game I would like is the CD version of: 


Your Details 



Star Trek: Generations 
Score: Not reviewed 

Worth: £44.99 


Magic: The Gathering 
Score: 92 


Masters Of Orion 2 
Score: 92 

Worth: £44.99 


FI Grand Prix 2 
Score: 95 

Worth: £44.99 



PGA Gold 96 
Score: 94 

Worth: £44.99 



* 


Privateer (Darkening) 
Score: 94 

Worth: £44^99 


Name 

Address 


Postcode 

Daytime phone 

Your CD-ROM Subscription 

Direct Debit payment 

□ £49.99 (UK only) BEST DEAL! 

Cheque or Credit/Debit card payment 

□ UK £54.99 □ Europe £69.99 □ World £84.99 

Your Choice of Payment 

Complete section Q Direct Debit Q Cheque or Q Credit /Debit card 

Q □ I would like to pay just £49.99 every 12 issues by Direct Debit 
(UK new subscribers only) 




Gene Wars 
Score: 91 

Worth: £44.99 



NBA Live 97 
Score: 92 

Worth: £44.! 



Syndicate Wars 
Score: 95 



GP Manager 2 Need for Speed II Theme Hospital 

Score: 80 Score: 78 ^ Score: 91 

Worth: £44.99 I I Worth: £44.99 I Worth: £44.99 



KKND NFL Madden 97 US Navy Fighters 97 

Score: 85 Score: 87 Score: Not reviewed 


or 


INSTRUCTION TO YOUR BANK OR BUILDING SOCIETY TO PAY BY DIRECT DEBIT 

To the manager: Bank name 

Address 

Postcode 

Name of account holder(s)_ 

Bank sort code | 1 11 | II 1 [ Account number I I 1 1 I I I I I I 

Originator's I.D No. | 7 | 2 | 4 | 6 | 8 fol l 0ffice use »* n0 - I I 

Please pay Dennis Publishing Ltd. Direct Debits from the account detailed on this instruction subject to the 
safeguards assured by the Direct Debit Guarantee. 

Signature(s)Date 

Banks and building societies may not accept Direct Debit instructions for some types of account 


Q □ I enclose a cheque made payable to: DENNIS PUBLISHING LTD 
Q □ Please charge my: □ Visa □ Access/Mastercard 
□ AMEX □ Switch (Issue No. l 1 ) 




Card Number Q 

i i ii i i i i i i i m 

Expiry date [] 

Signed 

Today’s date 


| [ Please indicate here if you do not wish to receive details of further special offers or new products PD706 
All games subject to availability. Allow 28 days for delivery. A maximum of £35 is refundable for a cancelled subscription 

Return your completed form to: PC Zone Subscriptions, 
FREEPOST WD7, Bristol BS12 OBR (No stamp required) 

OVERSEAS READERS: PC Zone Subscriptions, Bradley Pavilions, 

Bradley Stoke North, Bristol BS12 OBQ UK 


and bonus game 


To get your subscription sorted in a second, call the 
credit card hotline on 01454 620070 
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Two years ago several American companies were loudly proclaiming that 
Virtual Reality was about to take over the world. It didn't. So what went 
wrong? More to the point, does anyone care? Chris Anderson investigates. 






alitf 

live? 


you just by moving your head. 

There’s just one problem though 
- the graphics are absolutely dire. 

If what we're seeing in front of 
us represents the alternative ’reality 
we’ve been led to believe such 
products deliver, then give 
us all a ticket back to 
fantasy land, pronto. 

The end 
is nigh 

It doesn’t really matter which headsci 
I’ve just been referring to: they all suck, with absolutely no 
exceptions. The screen resolution is disgustingly low, and 
at the time of release there were no plans (either short or 
long-term) to support SVGA which was appearing more 
and more frequently in games. It comes as no surprise 
then that, at the time of writing, the VFX1 headset 
(considered by many to be the best of a bad lot) has 
disappeared without trace. The same can be said 
for the Cybermaxx (considered by many to be the 
worst of a bad lot), and the Virtual 10 glasses 
and, well, all of them basically. 

So what went wrong? Okay, the screen 
resolution was crap, but you’d think they’d be 
able to sort that out with microprocessors getting faster 
all the time. The real reason VR headsets deservedly died a 
horrible death was that nobody in their right mind was going 
to pay £800 for something that looked worse than what 
you’d normally see on your monitor. 

Both the VFX1 and the Virtual 
10 glasses (ie the market 
leaders) came in at this 
sort of price, and the 
others (the Cybermaxx 
for example) were so 
awful that you wouldn't 
touch them at any 
price. The headset 
manufacturers promised 
drops in the retail prices 


The connection between 
this little chap and the 3D 
glasses is a mystery to us all. 


© ICTURE THE SCENE: A VERY LOUD AMERICAN 
PR person walks into the PC Zone office 
with a very big box. He's grinning. He's 
on to something, and he knows it. He 
introduces himself. We go through the 
motions, exchanging pleasantries, discussing 
how tired he must be having travelled all this 
way (and you thought this was a glamorous job, eh?) and 
he eventually takes the reason for his visit out of its big 
box and links it up to one of our PCs. It's a bloody huge 
Virtual Reality helmet. 

We’re all impressed. We’ve never seen one of these things 
before and we can’t wait to get it hooked up so that we 
can have a go and see what it’s like. However, the annoying 
American person makes us all suffer by explaining the 
intricacies of the helmet in minute detail before loading up 
any games. Finally, we take it in turns to put it on and play 
games such as Magic Carpet and Dark Forces, and we’re all 
amazed because you can look up and down and all around 


What a happy chappy, he's just bought a VFX1 VR helmet. 
But will he still be smiling when he discovers that his 
£800 investment was a complete waste of cash? I don't 
think so. Doh! 
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The Cybermaxx headset was 
expensive, cumbersome, ugly, 
and technically flawed. This may 
explain why it failed to make 
an impression on the ill-fated 
Virtual Reality market. 


and upgrades with better screen 
resolutions and price-drops, but 
because they'd priced themselves 
out of the market to begin with, 
they failed to sell their products in 
significant numbers and so couldn't 
afford to fund future development. 

Too little, too late? 

Ironically, the technology that could have saved VR from extinction is just 
around the corner. As Glen Corpes from Bullfrog correctly points out, "DirectX 
could well have made it much easier to write drivers for VR headsets. Using 
Direct Input, you could assign the six-axis movement used for devices like 
Microsoft’s Sidewinder joystick to VR headsets. Having a standard like Direct 
Input which works with all headsets would make life a lot easier." 

It's a bit of a shame then that they've all disappeared, really. Well actually, 
that's not quite true - a new wave of LCD shutter glasses are beginning to 
arrive on the scene, most notably the Cyberboy, which scored a whopping 89 
when we reviewed it recently. The Cyberboy glasses use Stereoscopic 3D to 
fool you into thinking that things are flying off your screen at you. While 
you can't honestly claim that this technology will provide the 'out of body' 
experience the VR headsets were supposed to create, it's definitely a worthy 
alternative, and guess what? They don't cost £800 - you can buy them for 
the comparatively low price of £109. 

Unfortunately, this is the closest you’re going to get to Virtual Reality in 
the near future. Still, count yourself lucky you didn't shell out £800 for a VR 
headset that's no longer supported. Doh! 0 




AMAZINC 30 EFFECT* 
ON PC 





In the April issue of PC Zone we erroneously stated that the 
Cyberboy 3D glasses were £129, when in fact they retail at £109. 
We also failed to supply the correct contact for the glasses, which 
is Typhoon on 01732 36221. We apologise for any confusion, 


embarrassment or anything else we may have caused. 



Select single player mode and the AlfaTwin 
allows you to switch between two joysticks. In 
this mode, all the functions of the stick are 
supported. To select your stick, simply press the 
fire button of the controller you wish to use. 


The ONLY automatic joystick selector you’ll ever need 


"One of the most 
annoying problems 
of PC gaming has 
finally been 
solved!" 

PC Player 7/96 


Patent Pending 


Although most PCs have only one game port 
the design actually supports two joysticks 
(A & B). Advanced sticks that sport four 
buttons , throttle and rudder controls or 
coolie caps, make use of the second joystick 
(B) controls. When two sticks are connected 
only two fire buttons per stick are available. 


In two player mode, both joysticks can be 
activated at the same time for two-player- 
games. However, due to the design of the 
IBM joystick port, the advanced functions 
of the joysticks are not supported. 


You can cascade up to three AlfaTwins 
together. This allows four different 
joysticks to be connected simultaneously. 
Moreover, the six foot long cable brings 
the AlfaTwin round to the front of your 
desk, freeing you from the hassle of 
plugging/unplugging your joystick from 
the dock of the computer. 


Leading jo ystick manufacturer sa ys 


*Just to 1st you know that tin AlfaTwin Joystick-switch arrived intact. At this moment I 
have connected 7 (I) joysticks to the AlfaTwin:-} and it works parfectty. 

r~“ Gravis Phoenix 

Computer- AlfaTwin 

r- Gravis GrIP 

■-Gravis GamePads 

This all works without having to pul out all the cables, earfoch wunderhcrl I cannot 
say anything ebe except congratulations with a vecy nice product.* 

Edu Oskarn,technical Support Speckfet (Gravis brope/Holaad) 



Goldenlmage (UK) Ltd 

Sales Hotline No: 0181 900 9291 Fax0181 900 9281 Ell 

Unit 65, Hallmark Trading Estate, Fourth Way, Wembley, 1 

Middx HA9 OLB http://www.reserve.co.uk/gold 

FIND US IN TALKING PAGES 0800 600 900 \ 
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LOOK! NO 
VAT TO ADD 
NO CREDIT 
CARD 
SURCHARGE 


"'ONLY THE BESTa 




MON-FRI loam- 

All prices include VAT. U.K. postage add 
CD ROM TITLES 


^ COMPUTER SOFTWARE S 

7 CLEEVE WOOD ROAD, DOWNEND, BRISTOL, BSl6 ZSF. 

TEL: 0117 9401315/9401316 (FAX) 

WEBsite - http://www.otb.co.uk OR Email - otb@otb.co.uk 

PERSONAL CALLERS BY APPOINTMENT 



OTB CODE OF 


PRACTICE 


1. CREDIT CARDS ARE NO! 
CHARGED UNTIL GOODS 
ARE DISPATCHED. 


2. THE CUSTOMER IS 
ALWAYS INFORMED 
WHETHER GOODS ARE 
IN STOCK OR NOT . 


7pm SAT lOam-4pm SUN TIMES VARY. ANSWERPHONE AT ALL OTHER TIMES. 

1 £1.00 per item. Prices subject to change. Access and Visa accepted. Please allow 7 days for cheques. Please call for availabili 


CD ROM 
INC VAT 

GAMES 

9.29.99 

A10 CUBA.29.99 

ACES COLLECTION(ACES EUROPE/PACIFIC/REDBARON ETC) 14.99 

ACE VENTURA. 2099 

AD+D BLOOD+MAGIC .24.99 

AGE OF SAIL.25.99 

AH64D LONGBOW GOLD.30.99 


GOLDEN COLLECTION VOL 1 .29.99 

GOLDEN COLLECTION VOL 2 .29.99 


AH64D KOREA DATA DISC 

AIR WARRIOR 2 . 

ALADIN (WIN95) 31/2 DISK ONLY 

ALBION . 

ALPHA STORM. 

APACHE LONGBOW WIN 95+DOS 

ARCHAMEDIAN DYNASTY. 

ARMOURED FIST 2 (NOVALOGIC) 

ATF GOLD . 

ATF DATA DISKfNATO FIGHTERS) . 

AZRAELS TEAR . 

BANZAI BUG. 

BARBIE FASHION DESIGNER 

BARBIE REFILL KIT. 

BARBIE STORYMAKER 
BATTLECRUISER 3000 AD 
BATTLEGROUND ANTIETAM 
BATTLE GROUND ARDENNES 
BATTLEGROUND GETTYSBURG 

BATTLEGROUND SHILOH . 

BATTLEGROUND WATERLOO 

BATTLESHIPS . 

BEDLAM . 

BETRAYAL AT ANTARA. 

BIRTHRIGHT. 

BLADE WARRIOR . 

BROKEN SWORD 

CAESAR II. 

CAESAR II WIN 95 

CARMAGEDDON . 

CATZ . 

CAVE WARS 


. .19.99 
24.99 
. 24 99 
. 24 99 
24 99 

24.99 

26.99 

29.99 
. CALL 

27 99 
. CALL 
.21 99 
24 99 
27 99 
CALL 
. 11 99 
CALL 


14.99 
.27.99 
CALL 

28.99 
,27 99 


1199 

.10.99 

1699 

.27.99 

9.99 

11.99 

12.99 
22 99 
17 99 

22.99 


CIV 2 ADDON DAWN OF HUMANITY 
CIVIL WAR (SIERRA) GENERAL R E LEE 

CLANCY SSN. 

CLANDESTINY. 

CLOSE COMBAT (MICROSOFT) . 

CLUEDO . 

COMMANCHE 3.0 NOVALOGIC 
COMMAND AND CONQUER 

COMMAND&CONQUER COMPANION. 

COMMAND & CONQUER COUNTERSTRIKE 
COMMAND&CONQUER COVERT OPS 
COMMAND&CONQUER EVE OF DOMINATION 
COMMAND&CONQUER RED ALERT 
COMMAND&CONQUER RED ALERT CODE RED 
C&C RED ALERT ARE YOU READY & ALERT . 

COMMAND & CRAFT ADDON 
COMMAND ACES OF THE DEEP 
CONQUEST OF THE NEW WORLD DLX 

CREATURES . 

CRICKET 97 (EA SPORTS) . 

CYBERGLADIATORS . 

CYBERSTORM W95 

DAGGERFALL. 

DARKSEED 2. 

DAEDALUS ENCOUNTERS. 

DARKLIGHT CONFLICT 

DAVIS CUP TENNIS. 

DEADLINE. 

DEADLOCK . 

DEADLY GAMES-JAGGED ALLIANCE 2 

DEATH RALLY . 

DESCENT 2. 

DESTINY 

DESTRUCTION DERBY 2 ' 

DEUS . 

DIABLO . 

DIE HARD TRIOLOGY 
DIFINATIVE WARGAME COLLECTION 

DISCWORLD 2. 

DOMINION 

DOWN IN THE DUMPS 
DUKE NUKEM 3D 
DUKE NUKEM ADD ON NUKE IT 
DUKE NUKEM ADD ON BEYOND MELTDOWN 
DUKE NUKEM PLUTONIUM 

DUNGEON KEEPER. 

DUNGEON KEEPER CLUEBOOK 

ECSTATICA 2 .CALL 

EF 20O0+TACTCOM (EVOLUTION) .25.99 

EF 2000 SUPER .32.99 

ESSENTIAL SP0RT-PGA486/GRAND PRIX/FIFA 19.99 


CALL 
2399 
22 99 
.20 99 
15.99 
.29 99 
.2299 


2599 

.25.99 

15.99 
2699 

24.99 
3199 
CALL 
.26.99 


2899 
.35.99 
30 99 
25 99 

21.99 
1699 

16.99 
.15.99 
30 99 


EXTREME POWER PACK.33.99 

INCLUDES 

RALLY CHAMPIONSHIP (EUROPRESS) 

MAGIC CARPET 2 
FIFA 96 
JOYPAD 


FI MANAGER (EUROPRESS) .23.99 

F22 LIGHTNING 2 (NOVALOGIC).22 99 

FI 6-FIGHTING FALCON .CALL 

FABLE . 25 99 

FANTASY GOLF .28.99 

FAST ATTACK . 20 99 

FIFA 97 . 27 99 

FIFA SOCCER MANAGER. 2699 

FINAL DOOM. 19.99 

FIRE FIGHT . 23 99 


FLIGHT SIMULATOR SPECIAL OFFERS 

FLIGHT SIMULATOR SPECIAL OFFERS 

FLIGHT SIMULATOR V5.01 .30.99 

FLIGHT SIMULATOR V5.01+NEW YORK&PARIS .37.99 

FLIGHT SIMULATOR V6.37 99 

FLIGHT SIMULATOR V6 SCENERY SOUTH CALIFORNIA . 22 99 

FS ADVENTURES 1 .28.99 

FS AIRBUS FAMILY. 22 99 

FS AZORES+MADEIRA.28.99 

FS BOEING FAMILY.22.99 

FS BUSINESS JETS.22.99 

FS CARRIBEAN+HAWAII+JAPAN.25.99 

FS EUROPE 1.28.99 

FS EUROPE 2.28.99 

FS FLIGHT SCHOOL.23.99 

FS FLIGHT SHOP .33.99 

FS FX SCENERY ENHANCER.27.99 

FS GREAT AIRLINES. 22 99 

FS PERFECT FLIGHT DLX AROUND THE WORLD.19.99 

FS RESCUE AIR 911 .32.99 

FS SCENERY&OBJECT DESIGNER. 34 99 

PRE-FLIGHT.19.99 

TOWER (AIR TRAFFIC CONTROL) . 39 99 

VIRTUAL SQUADRON FOR FLT SIM 6.15.99 


FLYING CORPS(EMPIRE) . 

FORMULA 1 GPRIX 2 
FORMULA 1 (PSYGNOSIS) 

FRAGILE ALLIGENCE. 

FRONT PAGE SPORTS FOOTBALL 97 
FRONT PAGE BASEBALL 97 

GABRIEL KNIGHT 2. 

GAMES FACTORY 

GEARHEADS . 

GENE MACHINE . 

GENE WARS. 

G-NOME .27. 


25.99 
.27.99 

35.99 
.18.99 

28.99 
.27.99 

19.99 
.41 99 
1999 

23.99 


23.99 
.25.99 

22.99 
.29.99 


18.99 

26.99 
16 99 
.25.99 


. 12.99 
.24.99 
29 99 
. .31.99 
.1499 
. 26.99 
. 19 99 
. .29 99 
12 99 


.CALL 
.28.99 
CALL 
25 99 
CALL 
.1499 
.28.99 


CHAOS CONTROL. 19 99 

CHAMPIONSHIP MANAGER 2+START SEASON DISK.18.99 

CHESSMASTER 5000 .25.99 

CITY OF THE LOST CHILDREN.30.99 

CIVILIZATION 2 COLLECTORS EDITION.35.99 

CIVILIZATION 2 .27.99 

CIV 2 ADDON CONFLICTS OF CIVILIZATION .10.99 


GRAND PRIX 2 

GRAND PRIX MANAGER 2 . 

GRAND PRIX MANAGER 2+VIDEO 

GREAT NAVAL BATTLES 1+2+3+4 . 

GRID RUN. 

HARPOON 97 . 

HEROES OF MIGHT & MAGIC+TRILOGY 

HEROES OF MIGHT & MAGIC 2. 

HIND . 

HIVE . 

HOLMES 2-ROSE TATTOO . 

HUNTER HUNTED . 

IM1A2 ABRAMS . 

IMPERIA GALACTICA. 

INDY CAR 2. 

INDEPENDANCE DAY. 

INTERNATIONAL RUGBY LEAGUE (EA) 

JET FIGHTER 3 . 

JOHNNY MNEMONIC 

KICK OFF 97 . 

KINGDOM OF MAGIC. 

KINGS QUEST 1-6 . 

KRUSH.KILL N DESTROY (KKND) . 

KRAZY IVAN . 

LANDS OF LORE 2 . 

LAST BLITZKRIEG . 

LEGIONS . 

LEISURE SUIT LARRY 7 . 

LEISURE SUIT LARRY COLLECTION . 

LIGHTHOUSE W95 . 

LINKS LS . 

LORDS OF THE REALM 2 . 

MADDEN 97 . 

MAGIC THE GATHERING(ACCLAIM) 

MAGIC THE GATHERING (MICROPROSE) 

MASTERS OF ORION 2 . 

MAX . 

MDK . 

MECHWARRIOR 2 MERCENARIES.29. 

MEGAPACK RALLIED GENERAL/STEEL PANTHERS/ETC) .. .28.99 


.26.99 
.CALL 
30 99 

23.99 
.15.99 
.21.99 
.2899 
.28.99 
.3199 
.2499 
.29.99 
.15.99 
.20.99 

30.99 
2899 

28.99 
2699 


. .25 99 
. .23.99 
.27.99 


MICROSOFT GAMES+JOYSTICKS 

MICROSOFT BEYOND THE LIMIT ULTIMATE CLIMB.22.99 

MICROSOFT CLOSE COMBAT .27.99 

MICROSOFT DEADLY TIDE .26.99 

MICROSOFT FLIGHT SIMULAT OR SEE FLIGHT SIM SPECIAL 

OFFERS BOX MICROSOFT FOOTBALL.22.99 

MICROSOFT GEX .21.99 

MICROSOFT GOLF V3.21.99 

MICROSOFT GOOSEBUMPS .29.99 

MICROSOFT HELL BENDER .27.99 

MICROSOFT MONSTER TRUCK MADNESS .27.99 

MICROSOFT NBA FULL COURT PRESS.22.99 

MICROSOFT NEVERHOOD.37.99 

MICROSOFT NICKELODEON 3D MOVIEMAKER.30.99 

MICROSOFT PJS READING ADVENTURE.22.99 

MICROSOFT RETURN ON ARCADE.15.99 

MICROSOFT SIDEWINDER GAMEPAD.29.99 

MICROSOFT SIDEWINDER .25.99 

MICROSOFT SIDEWINDER PRO.45.99 

MICROSOFT SIDEWINDER PRO+HELLBENDER.54.99 

MICROSOFT ULTIMATE HAUNTED HOUSE.22.99 


MOD 

MONOPOLY. 

MONTY PYTHON COMPLETE WASTE TIME 

MONTY PYTHON HOLY GRAIL . 

MOTO CROSS (EA) . 

MUMMY . 

MUPPETS TREASURE ISLAND . 

MYST . 

NASCAR 2. 

NBA HANGTIME WIN95. 

NBA LIVE 97. 

NECRODOME W95 . 

NECROMANTICS . 

NEED FOR SPEED 2. 

NETWORK Q RALLY CHAMPIONSHIP 

NET Q RALLY ADD ON. 

NFL MADDEN 97 . 

NHL ICE HOCKEY 97. 

NIHILIST. 24 99 

NINE .2799 

NITRO RACERS CALL 

NORMALITY . 25 99 

OUTLANDS .CALL 

OVER THE REICH . 27 99 

PACIFIC STRIKE 31/2 DISC .9. 


CALL 

.28.99 

25.99 
.25 99 
CALL 
.27.99 
.24.99 

24.99 
.27.99 
.2699 
.2899 

27.99 
.20 99 
.2599 
.21.99 

10.99 
.2899 


29.99 
CALL 
.26.99 
.28.99 
.32.99 
30 99 

15.99 
1599 
.1599 
.15.99 
.2899 


PANDORA DIRECTIVE 

PBA BOWLING. 

PERFECT GENERAL 2+SCENARIO EDITOR. 

PERFECT WEAPON . 

PGA 96 GOLD. 

PGA TOUR 96 WIN95 . 

PGA 96 DATA DISK-SPANISH BAY . 

PGA 96 DATA DISK-SAWGRASS . 

PGA 96 DATA DISK-NIPPENBURG. 

PGA 96 DATA DISK-OXFORDSHIRE. 

PHANTASMAGORIA 2 . 

POD . 

POLE POSTITION . 

POLICE QUEST 5 SWAT. 

POWER CHESS . 

PREMIER MANAGER 97. 

PRIVATEER 2 THE DARKENING. 

PSYCIC DETECTIVE. 

PSYCOTRON . 

QUAKE . 

QUAKE MISSION DISK 1 . 

QUAKE MISSION DISK 2 DISSOLUTION ETERNITY 

QUAKE ADDON AFTERSHOCK . 

QZONE QUAKE ADD ON. 

QUEST FOR FAME . 

RAMA . 

RAPID ASSAULT . 

RAVEN PROJECT . 

RAYMAN WIN95 . 

REALMS OF THE HAUNTING . 

RED ALERT . 

RED BARON 2 . 

REFLUX . 

RELOADED . 

RETURN FIRE . 

RETURN TO KRONDOR . 

RISK . 

ROAD RASH . 

ROBOTRONX . 

ROCK BASE. 

SAND WARRIORS . 

SCARAB . 

SCORCHED PLANET . 

SCORCHER . 

SCREAMER 2 . 

SEGA RALLY. 

SETTLERS 2 . 

SETTLERS 2 MISSION DISK . 

SHADOEN . 

SHATTERED STEEL . 

SILENT HUNTER . 

SILENT HUNTER PATROL 1 . 

SILENT THUNDER WIN 950R 3.1 . 

SIMCOPTER . 

SIM GOLF . 

SIM TOWN. 

SONIC+KNUCKLES COLLECTION CD . 

SPACE HULK 2 VOTBA . 

SPACE QUEST 1-5 COLLECTION. 

SPEED RAGE. 

STABLE MASTERS . 

STAR CONTROL 3 . 

STAR GENERAL . 

STAR RANGERS. 

STAR TREK 30TH ANNIVERSARY .28 99 

STAR TREK GENERATIONS .32.99 

STAR TREK THE BORG .19.99 


CALL 

28.99 
2599 
CALL 

30.99 
.29.99 
.30.99 
.27.99 
18 99 

18.99 
.1699 
.13 99 
.31.99 
.31.99 
.15.99 
.27.99 

16.99 
.21 99 

27.99 
.CALL 
CALL 
.1999 
.19.99 
.27.99 
.28.99 
.23.99 
26 99 

24.99 
.2299 
.26.99 

26.99 
.26.99 
.22.99 
.25.99 
.16.99 

11.99 
.24.99 
2499 
.26 99 
.11.99 
.24.99 
.27.99 

28.99 

22.99 
20 99 

31.99 

15.99 
.22 99 
.29.99 
.24.99 
.27 99 


STEEL PANTHERS 2 .26.99 

STEVEN SPIELBERGS DIRECTORS CHAIR.34.99 

STONEKEEP .29.99 

STREET RACER + JOYPAD .24.99 

STRIFE .27.99 

SU27 FLANKER WIN 95 OR DOS.27.99 

SUPER KARTS. 12 99 

SUPER LEAGUE PRO RUGBY .27.99 

SUPER STARDUST .17 99 

SURFACE TENSION .24.99 

SWIV3D .11.99 

SYNDICATE WARS .26.99 

SYNDICATE WARS CLUE BOOK.9 99 

TACTCOM .14.99 

TEAM FI .23.99 

TERMINATOR-SKYNET. 17 99 

TERRACIDE.29.99 

THEME HOSPITAL . 28 99 

THIRD REICH .26.99 

THUNDERHAWK 2 .26.99 

THUNDERSCAPE .27.99 

TIE FIGHTER COLLECTION .11.99 

TIE FIGHTER v XWING.28.99 

TIME COMMANDO .30.99 

T-MEK .24.99 

TOMBRAIDER . 26 99 

TOONSTRUCK.28.99 


TOTAL INSANITY . 

INCLUDES RALLY CHAMPIONSHIP 
PGA EUROPEAN TOUR 
STARTREK NG FINAL UNITY 


.25.99 


REFERENCE , EDUCATIONAL AND UTILITIES 

3D ATLAS (ELECTRONIC ARTS).29.99 

ACCESS ALL AREAS INTERNET SOFTWARE.21.99 

BATMAN CARTOON MAKER .15.99 

BERLITZ THINK+TALK GERMAN .49.99 

BERLITZ THINK+TALK FRENCH .49.99 

BODY WORKS V5 . 9 99 

CASPER S BRAINY BOOK .20.99 

DAILY MAIL CENTENARY .21.99 

ELMO'S PRE SCHOOL.22.99 

ENCYCLOPEDIA BRITTANICA 97 .379.99 

GREAT ARTISTS .22 99 

GUITAR HITS VOL 1 .28.99 

GUITAR HITS VOL 2 . 28 99 

HUTCHINSON ENCYCLOPEDIA 97 .25.99 

KIYEKO (AND THE LOST NIGHT) .15.99 

THE LOUVRE.22 99 

MARTY TROUBLE WITH CHEESE.22.99 

MAVIS BEACON TEACHES TYPING V4.1 .24.99 

MUSSE D'ORSAY .26.99 

OXFORD CHILDREN ENCYCLOPEDIA VI.0.35.99 

PAWS 16 99 

PATHE NEWS - THE CENTURY CHALLENGE ' !! '! 19 99 

PRINT ARTIST 4.0 (SIERRA) .21.99 

SERIF DRAW PLUS 3 . 28 99 

SERIF PAGE PLUS 4 .44.99 

SIMPSONS CARTOON MAKER .26.99 

SIM TOWN .22.99 

SPIDERMAN CARTOON MAKER .16.99 

SUN PAGE 3 SCREEN SAVER+CALLENDER .15.99 

UNIVERSE ACCORDING TO VIRGIL REALITY .25.99 

WIDGET WORKSHOP .22.99 

XMEN CARTOON MAKER.16.99 


BBC TV PRODUCTS 

ANIMALS OF FARTHINGWOOD.21.99 

ATTENBOROUGHS ANTARCTIC.CALL 

MASTERMIND.21.99 

NODDY .21.99 

PINGU .CALL 

THE FRENCH EXPERIENCE .CALL 

WALLACE AND GROMIT.15.99 


BRODERBUND SOFTWARE 

DARBY THE DRAGON.14.99 

FAMILY TREE MAKER.29.99 

GREEN EGGS & HAM.22.99 

GREGORY+HOT AIR BALLOON.14.99 

HARRYS HAUNTED HOUSE .22.99 

JUST GRANDMA AND ME.22.99 

KID PIX STUDIO. 22 99 

LIVING BOOKS BUNDLE (DR SEUSS ABC,RUFFS BONE.ETC).. 

.36.99 

MATHS WORKSHOP.22.99 

ORLYS DRAW A STORY.22.99 

TORTOISE AND THE HARE.22.99 

ZOOMBINIS - LOGICAL JOURNEY.22.99 


DISNEY SOFTWARE 

101 DALMATIONS ANIMATED STORYBOOK.30.99 

101 DALMATIONS ESCAPE FROM DEVILLE MANOR . 30.99 

101 DALMATIONS PRINT STUDIO.29.99 

ALADIN ACTIVITY CENTRE. 33.99 

BUZZ LIGHT YEAR .CALL 

HUNCHBACK NOTREDAME STORYBOOK .30.99 

LION KING ACTIVITY CENTRE.33.99 

LION KING ANIMATED STORY BOOK .32.99 

MICKEY AND CREW PRINT STUDIO.27.99 

POCHAHONTAS ANIMATED STORY BOOK.32.99 

TIMON&PUMBA S JUNGLE GAMES.30.99 

TOY STORY ANIMATED STORY BOOK .30.99 

TOY STORY ACTIVITY CENTRE.30.99 

WINNIE THE POOH.30.99 


DORLING KINOERSLY SPECIAL OFFERS 

3D SKELETON.18.99 

BMA FAMILY HEALTH ENCYCLOPEDIA.23.99 

AMAZING DICTIONARY+ACTIVITY PACK.18.99 

CASTLE EXPLORER .18.99 

CHILDRENS DICTIONARY.18.99 

CHRONICLES OF 20TH CENTURY.23.99 

ENCYCLOPEDIA OF NATURE.23.99 

ENCYCLOPEDIA OF SCIENCE V2.0 .23.99 

HISTORY OF THE WORLD .23.99 

PB BEARS BIRTHDAY SUPRISE.18.99 

STOWAWAY.18.99 

THE ULTIMATE 3D SKELETON.18.99 

THE ULTIMATE HUMAN BODY V2.0 .23.99 

THE ULTIMATE SEX GUIDE.31.99 

THE WAY THINGS WORK V2.0.23.99 

VR BIRD .18.99 

VR CAT .18.99 


TRIVIAL PURSUIT .28.99 

TROPHY BASS 2 .24.99 

TUNNEL B1 . 29 99 

ULTIMATE SOCCER MANAGER 2.19.99 

US NAVY FIGHTER 97 .30.99 

VIKING CONQUEST .18.99 

VIRTUACOP . 25 99 

VIRTUA FIGHTER .27.99 

VIRTUAL GOLF .CALL 

VIRTUAL KARTS .23.99 

WAGES OF WAR . 26 99 

WARCRAFT.10.99 

WARCRAFT 2 DELUXE INC DARK PORTAL.29.99 

WARCRAFT 2 ADDON DARK PORTAL .14.99 

WARCRAFT 2 ADDON MORE WAR.16.99 

WARCRAFT 2 THE NEXT 70 LEVELS . 15 99 

WARGODS .CALL 

WARHAMMER WIN950R DOS .26 99 

WARWIND .27.99 

WATERWORLD .CALL 

WILD BLUE YONDER.30.99 

WILLIAMS ARCADE CLASSIC .21.99 

WING COMMANDER 3.16.99 

WING COMMANDER - THE KILRATHI SAGA 1+2+3 .22.99 

WING COMMANDER 4.23.99 

WIZARDRY GOLD.25.99 

WIZARDRY NEMISES .25.99 

WOODEN SHIPS IRON MEN .32.99 

WORMS UNITED .23.99 

X-CON APOCALYPSE.29.99 

X-COM COMPILATION-UNKNOWN TERROR.24.99 

X-WING V TIE FIGHTER .28.99 

Z.27.99 


MARIS SOFTWARE 

DISCOVER ASTRONOMY. 15 99 

ORIGINS OF MANKIND .CALL 

REDSHIFT 2 COLLECTORS EDITION.35.99 

SOLAR SYSTEM EXPLORER.27.99 

WINGS:KOREA TO VIETNAM .20.99 

WINGS:MIDWAY TO HIROSHIMA. 20 99 

WINGS:SAI60N TO PERSIAN GULF .20.99 


MICROSOFT SPECIAL OFFERS 

PLEASE NOTE MOST MICROSOFT TITLES REQUIRE WINDOWS 

95 PLEASE CHECK MICROSOFT 500 NATIONS.22.99 

MICROSOFT ACCESS 97 . 299.99 

MICROSOFT ACCESS 97 UPGRADE.114 99 

MICROSOFT AUTOROUTE EXPRESS UK.46.99 

MICROSOFT AUTOROUTE EXPRESS EUROPE.46.99 

MICROSOFT ANCIENT LANDS .22.99 

MICROSOFT ART GALLERY . 2999 

MICROSOFT BEETHOVEN'S 9TH SYMPHONY.30.99 

MICROSOFT BOOKSHELF 96 . 39.99 

MICROSOFT CINEMANIA 97 . 22 99 

MICROSOFT COMPOSERS.40.99 

MICROSOFT CREATIVE WRITER 2.22.99 

MICROSOFT DANGEROUS CREATURES . 22 99 

MICROSOFT DINOSAURS.22.99 

MICROSOFT DOGS. 22 99 

MICROSOFT ENCARTA 97 . 38.99 

MICROSOFT ENCARTA 97 WORLD ATLAS.38.99 

MICROSOFT EXCEL 97 . 299.99 

MICROSOFT EXCEL 97 UPGRADE.114.99 

MICROSOFT GREETINGS WORKSHOP.22.99 

MICROSOFT JULIA CHILD COOKING .22.99 

MICROSOFT MAGIC SCHOOL BUS -EITHER 

EXPLORES DINOSAURS.22.99 

-EXPLORES THE HUMAN BODY.22 99 

-EXPLORES THE OCEANS.22.99 

-EXPLORES THE SOLAR SYSTEM. 22 99 

MICROSOFT MONEY 97 . 22.99 

MICROSOFT MUSICAL INSTRUMENTS.22.99 

MICROSOFT MUSIC CENTRAL 97 . 22.99 

MICROSOFT OCEANS.22.99 

MICROSOFT OFFICE PRO 97 . 559.99 

MICROSOFT OFFICE PRO 97 UPGRADE . 269.99 

MICROSOFT OFFICE 97.439.99 

MICROSOFT OFFICE 97 UPGRADE.199.99 

MICROSOFT PICTURE IT .66.99 

MICROSOFT PUBLISHER 97 . 84.99 

MICROSOFT WINE GUIDE .22.99 

MICROSOFT WORKS 97.CALL 

MICROSOFT WORLD OF FLIGHT.22.99 

WINDOWS 95 UPGRADE CDROM.71.99 


NEW MULTIMEDIA 

LEST WE FORGET .23.99 

MAKERS OF THE 20TH CENTURY.26.99 

TIMES PERSPECTIVE PLANET EARTH .23.99 

TIMES PERSPECTIVE WOMANS RIGHTS .23.99 

TIMES PERSPECTIVE WORLD WAR 1.23.99 

TIMES PERSPECTIVE WORLD WAR 2.23.99 

CALL FOR FUNTIMES TITLES 


SIERRA EDUCTIONAL SOFTWARE 

ADI MATHS+ENGLISH 7-8 8-9 9-10 10-11 YRS EACH . 21.99 
ADIBOO MATHS+ENGLISH 4-5 6-7 13-14 14-15 YRS EACH . 

.21.99 

KIDS KIT 4-70R 8-12. 29 99 

LOST MIND OF DR BRAIN .21.99 

MANDARINE PRINCE.18.99 

SECRET OF THE CASTLE.18.99 

SPIROU .18.99 

UNCLE ARCHIBALD .18.99 


VR EARTH QUEST . 

VR DINOSAUR HUNTER. 

WORLD EXPLORER+ACTIVITY PACK . 

WORLD REFERENCE ATLAS. 

.18.99 

.18.99 

.18.99 

.30.99 

EUROPRESS SOFTWARE SPECIAL OFFERS 

ALICE IN WONDERLAND. 

.12.99 

BBC GARDEN DESIGNER 3. 

.18.99 

DRIVING INSTRUCTOR. 

.19.99 

FLYING FINGERS . 

.13.99 

FI MANAGER. 

.23.99 

FUNSCHOOL 5 IN DREAMLAND(4-7YRS) .... 

.16.99 

FUNSCHOOL 5 IN SPACE (6-9YRS) . 

.16 99 

FUNSCHOOL 5 IN TIME (8-11 YRS). 

.16.99 

FUNSCHOOL 6 FAIRYLAND. 

.19.99 

FUNSCHOOL 6FUTURELAND 

.19.99 

FUNSCHOOL 6 MAGICLAND. 

.19.99 

GAMES FACTORY. 

.4199 

GCSE MATHS 

19 99 

GOLDILOCKS AND 3 BEARS. 

.14.99 

GRANADA HOUSE STYLE INTERIOR DESIGNER 21 99 

HUNCHBACK OF NOTREDAME . 

.14.99 

LANGUAGE LABS EACH. 

.15.99 

MINI OFFICE. 

.19.99 

MINI OFFICE ACCOUNTS 

19.99 

MINI OFFICE DRAW 

.19.99 

MINI OFFICE PUBLISHER 97. 

19.99 

MINI OFFICE TAX 97. 

.19.99 

NETWORK Q RALLY CHAMPIONSHIP 

.23.99 

PETER PAN. 

.1499 

SAILING INTERACTIVE. 

.1499 

SMALL BUSINESS ACCOUNTS 

.CALL 

TREASURE ISLAND. 

.14.99 

YOUR CHILD CAN BE A GENIUS WITH THESE TITLES BELOW 

ADDING AND TAKING AWAY. 

.9.99 

MY FIRST WORD BOOK. 

.9.99 

SERIOUS SPELLING. 

.9.99 

SERIOUS SUMS. 

.9.99 

SIMPLE FRACTIONS. 

.9.99 

SIMPLE SPELLING. 

.9.99 

TALKING TABLES. 

.9.99 

WORD PUZZLES . 

.9 99 

FLAGTOWER SOFTWARE 


GREAT GENERALS. 

.14.99 

HISTORY OF MEDICINE. 

.18.99 

SPACE RACE. 

.14.99 

STRINGALONGS. 

.14.99 

UNEXPLAINED. 

.14.99 

WAR IN THE PACIFIC. 

.14.99 

WORLD WAR 1. 

.14.99 

WORLD WAR 2. 

.18.99 


GROLIER INTERACTIVE TITLES 

A STROLL IN THE XXTH CENTURY ART. 

.24.99 

CIRCUS!. 

.19.99 

ELLE BEAUTY GUIDE. 

.24.99 

ELLE 2000 RECIPES. 

.24.99 

ENCYCLOPEDIA OF SCIENCE FICTION. 

.24.99 

GREG NORMAN ULT GOLF CHALLENGE . 

.24.99 

GROLIER MULTIMEDIA ENCYCLOPEDIA 97 ... 

.29.99 

GUINNESS MULTIMEDIA DISC OF RECORDS 96 

.16.99 

HOW WOULD YOU SURVIVE ? . 

.19.99 

KAREN MULDER. 

.CALL 

MY FIRST TRIP AROUND THE WORLD. 

.19.99 

PERFECT ASSASSIN. 

.24.99 

PICASSO . 

.24.99 

PREHISTORIA. 

.24.99 

SFPD HOMICIDE. 

.24.99 

TERROR TRAX. 

.10.99 

WORLD CUP SOCCER ENCYCLOPEDIA 1930-94 

.19.99 

WYATT EARPS OLD WEST . 

19 99 


* availability and prices. 


DARK FORCES . 

DAWN PATROL HEAD TO HEAD . 

DAY OF THE TENTACLE. 

DESTRUCTION DERBY . 

DETROIT . 

DISCWORLD . 

DREAMWEB . 

DUNE . 

DUNE 2 

EARTHSIEGE. 

ECSTATICA . 

EVEN MORE INCREDIBLE MACHINE . 

FADE TO BLACK CLASSIC 

FIFA 96 CLASSIC . 

FLASHBACK . 

FLIGHT UNLIMITED. 

FULL THROTTLE . 

GABRIEL KNIGHT . 

HAND OF FATE 
HEROES OF THE 357TH 

INDY CAR RACING . 

INDY JONES DESKTOP ADVENTURES 31/2 DISC 9.99 INDY JONES 

fate of Atlantis. 9 99 

KINGS QUEST 7 9 99 

LANDS OF LORE 12.99 

LOST FILES OF SHERLOCK HOLMES 9 99 

LURE OF THE TEMPTRESS 999 

MAGIC CARPET PLUS. 999 

MAGIC CARPET 2 CLASSIC 999 

MONKEY ISLAND 1+2 

MORTAL KOMBAT 1+2 . 1899 

NASCAR RACING +TRACK PACK 
NAVY STRIKE 10.99 

NHL HOCKEY 96 CLASSIC 9 99 

OUTPOST . 9 99 

OVERLORD 999 

PACIFIC STRIKE 31/2 999 

PGA EUROPEAN TOUR CLASSIC. 9 99 

POLICE QUEST 4 


POWERPLUS BUDGET RANGE 

1942 PACIFIC AIR WAR PLUS. 

1944 ACROSS THE RHINE . 

CIVILIZATION . 

F14 FLEET DEFENDER 

F15 STRIKE EAGLE 3. 

FORMULA 1 GRAND PRIX . 

GRAND PRIX MANAGER. 

PIRATES GOLD . 

RAILROAD TYCOON DLX 
THIS MEANS WAR 

TOP GUN FIRE AT WILL . 

TRANSPORT TYCOON+WORLD EDITOR 
UFO ENEMY UNKNOWN 
X COM TERROR FROM DEEP . 


QUARRANTINE . 

REBEL ASSAULT 
RED BARON 

RIDDLE OF MASTER LU . 

RISE OF THE TRIAD 

SAM AND MAX. 

SCREAMER . 

SHIVERS 
SIM ANT 
SIM CITY . 

SIM EARTH 
SIM FARM 
SIM LIFE 

SLIPSTREAM 5000 
SPACE QUEST 4 or 5 or 6 

STAR TREK 25TH ANNIVERSARY . 

STRIKE COMMANDER. 

SUBWAR 2050+FLEET DEFENDER 31/2 
SYNDICATE PLUS 
SYSTEM SHOCK 
TACTICAL MANAGER 
TERMINATOR FUTURESHOCK 

TERMINAL VELOCITY . 

TFX . 

THEME PARK 
TIE FIGHTER COLLECTION 


TILT . 


UNDER A KILLING MOON 
WARCRAFT 
WEREWOLF 
WING COMMANDER 

WIPEOUT. 11.99 

X-WING COLLECTORS EDITION 11.99 

ZEPPELIN. 8 99 


JOYSTICKS 

POSTAGE MAY VARY 


BUDGET TITLES 

3D LEMMINGS .11.99 

7TH GUEST.10.99 

11TH HOUR.11.99 

AIR BUCKS .9.99 

ALIEN LEGACY .9.99 

ARMOURED FIST . 9 99 

ATRAIN .8.99 

BENEATH STEEL SKY . 7 99 

BIOFORGE.9.99 

CANNON FODDER 2 .9.99 

CHAMPIONSHIP MANAGER 2 . 9 99 

COMMANCHE CLASSIC.9.99 

CRUSADER CLASSIC.9.99 


CH PRODUCTS SPECIAL OFFERS 


CH FI 6 COMBAT STICK. 

64 99 

CHF16 FIGHTER STICK . 

90 99 

CH FI 6 FLIGHT STICK. 

39 99 

CH FLIGHTSTICK . 

3099 

CH FLIGHTSTICK PRO 

4999 

CH PEDALS 

41 99 

CH PRO PEDALS . 

7999 

CH PRO THROTTLE . 

90 99 , 

CH VIRTUAL PILOT PRO 

74.99 

CH VIRTUAL PILOT YOKE. 

64.99 

SIDEWINDERS SEE MICROSOFT BOX 

THRUSTMASTER SPECIAL OFFERS UK SUPPORTED 

PROOUCTS 


THRUSTMASTER FLIGHT CONTROL STICK II. 

.64.99 

THRUSTMASTER WEAPONS CONTROL SYSTEM II... 

84 99 

THRUSTMASTER F16 FLCS (JOYSTICK). 

104 99 

THRUSTMASTER F16 TQS(WEAPON CONTROL SYSTEM)104 99 

THRUSTMASTER RUDDER CONTROL SYSTEM RCS . 

99.99 

THRUSTMASTER GRAND PRIX 1 STEERING WHEEL 

69 99 

THRUSTMASTER T2 STEERING WHEEL+PEDALS .. .. 

.99.99 

THRUSTMASTER TOPGUN JOYSTICK. 

. 30.99 

THRUSTMASTER X FIGHTER JOYSTICK. 

46 99 

THRUSTMASTER ACM GAME CARD. 

24 99 

MODEMS 


PACE NETLINK GOLD 28000BPS EXTERNAL FAX MODEM 195.99 
CREATIVE LABS PHONE BLASTER.275.99 


SPECIALS 

CALL FOR PRICES ON ALL CREATIVE LAB PRODUCTS LABS'30 
BLASTER GRAPHICS CARD .170.99 


PCWK(TK) 18/3/97 


PC WK18/3/97 

































































































































































































































































































































































































































































































































































































































PIPEX 




Dialing... 




Connecting... 



Connected 



Disconnecting... Disconnected 



Long live the 
UberFragQue 


mos 



This month: psychedilia in cyberspace with 
NetStorm, How To Play Red Alert Over The Internet 
And Offend Half The American Continent At The 
Same Time, plus news, gossip, and more mentions 
of the 'Q' word (that's 'Quentin', not 'Quake'). 

ELL, I'VE FINALLY 
done it. Aficionados 
of this fine rag's on-line 
history will recall that 
for a long period in 1995, 
the writer of this on-line 
section called himself 
the UberFragMeister (er, 
that was me but I'm kinda 
embarrassed about it now, 
so if you could keep it 
down...). He was an early 

pioneer of on-line gaming and a damn good Doom 
player, and had a healthy obsession with playing John 
Romero, the designer of Doom and also a damn good 
player. The search was on for some manner of trans¬ 
atlantic medium for gamesplaying. For months, the 
UberFrag endured tedious altercations with Americans 
on Dwango, Mancunians on l-Frag, and Large Men from 
British Telecom. To no avail. The Internet hadn't come 
of age then. The most anticipated clash of the gaming 
titans did not happen. 

Then, on 13 April 1997, John Romero came to the 
UK to promote his new company, Ion Storm. And where 
did he go first? That's right. To a bunch of expensive 
hotels and restaurants. But after that, he met up with 
the UberFrag and they played a long-awaited game of 
Quake - a titantic battle lasting well over half an hour. 

A full interview and two demos of the games will be on 
next month's cover disc. You have to wait a month. He 
had to wait two years. 

David McCandless 




The other month, a crowd of PC Zone people went 
down to Maidenhead, Berkshire, to chill out at an 
Activision launch day where they showed a load of 
new games and that. One of the cooler titles we 
spotted was a new on-line game called NetStorm, 
which is due to be launched this summer. It's been 
coded by some ex-Origin programmers and has 
been described as somewhere between "Command 
& Conquer, Tetris, and LSD." That all sounds cool, 
you'll freely admit. We chewed the fat with Jim Greer, 
head honcho at Titanic Entertainment. 



PCZ: Yeah, so what's the deal 
here, fruitcake? 

JG: Well, NetStorm is set in the 
fantasy world of Nimbus, a world 
where the only land is on islands 
floating in the sky. Below there's a 
constant storm raging. The players own a land 
mass that they populate with various offensive 
and defensive units: guns, power stations, radars, 
balloons, guard towers, etc. Each piece is aligned 
with one of the four furies that power the world: 


wind, rain, thunder and sun. Each elemental 
force gives a piece certain characteristics. The 
wind units are faster and more flexible, and 
the thunder pieces are slow but shoot really 
hard. And so on. 

PCZ: Okay, but what's the game exactly? 

JG: Players build their islands off-line, spending 
time researching and using 'storm power' to 
construct new pieces. Then they log on to a 
master server and take their island into battle 
with other players. ► 
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I (Above left) Spying on the enemy will increase any chance you have of finding weaknesses in their defences. 

(Above right) Once combatants descend into the clouds to fight it out like girls, it quickly becomes a race against time 
as bridge tiles are thrown down to close the gap between islands. It does feel a little like the classic Pipedream in places. 


^ PCZ: So your chief weapon is a floating land mass. In an 
on-line world of rocket launchers and proximity mines, an 
island is hardly a fashionable accessory. 

JG: The islands persist from game to game. In WarCraft or Red 
Alert, you have a battle and then it's over. In NetStorm you pop 
in, have a few battles, gain more StormPower by destroying 
other players' pieces (the gods below get off on all the violence 
and donate power crystals for gratuitous destruction), 
and then you can come back and work on your 
island a bit more. So, by having this developing 
fortress from game to game, it's just like having a 
character in an RPG - if it gets hurt, you get hurt. 

You can develop personal grudges and vendettas 
against certain players. 

PCZ: So how do you fight other people? 

JG: You can have up to eight players in a battle. The 
ultimate objective is to destroy your opponents' islands. 

You do this by laying down bridges between your islands 
and the others with Tetris-Uke bridge pieces. Like that old 
game Pipedream, you create a conduit for your pieces. You 
need to place units in the right place, and build bridges in 
the right place to maximise your spread and your offensive 
and defensive ability. Of course, your opponents are doing 
the same. So you need to blow up their bridges and place 
units to cover all vulnerable invasion points on your island. 

PCZ: A bit like the ultimate multi-player game, Chess? 

JG: Yeah, like Chess. You build ranks of fire. Rows and 
columns. And you have to think about tactical positions and 
forward planning as well as sheer fire power. In Red Alert you 
send your units in and it's like a bunch of six-year-olds playing 
soccer and they all just gather around the ball and try to kick 
each other's shins. But in NetStorm, each piece is part of your 
battle plan and acts individually. 

PCZ: So what else can you do? 



I Titanic have spent a lot of time perfecting NetStorm's 

unique visual style, as can be seen from this early 
conceptual sketch of the game. 


JG: You can trade pieces with other players or you can spy 
on other islands. 

PCZ: Cool. 

JG: Yeah, there's a broker for spy information called the 
SpyMaster. You get credit with him by sending your own spies 
to infiltrate other islands. Then you can buy information about 
other players. 

PCZ: How do you stop being spied on? 

JG: You build police towers that detect spies in a 
certain radius. Or you can construct a jamming 
tower to corrupt spies' broadcasts. Spy info 
comes as text format and jamming creates big 
holes in the text. 

PCZ: So what's to stop a hardcore NetStorm player 
with a veritable continent of an island just going 
round and stomping on all the newbie players? 

JG: We can have up to 5000 games simultaneously on 
the server and games areas are graded by ability. You 
can enter a battle with seven other hardcore NetStorm 
Ninjas or, more likely, you'll want to fight with people of 
the same ability as you. When you're ready, you can 
graduate to the big boys' league. There's a massive 
tutorial and 15 practice missions for you to play off-line 
to develop your skills. 

PCZ: Are there going to be any on-line sysops to keep 
players in-line? 

JG: No, but many people in Red Alert, for example, if they're 
losing, will just quit the game. Then the winner doesn't get the 
satisfaction of victory. In NetStorm, it takes a certain amount 
of time - three minutes or so - to do a genuine withdrawal. 

If you just quit or hang up you'll lose your island. 

PCZ: What if you get hung up accidentally? 

JG: We've thought of that. The game will still exist on the 
server for a short period of time. Enough time for you to 
reconnect and continue. 

PCZ: This all sounds very cool but how much is it going 
to cost? 

JG: It's free. You buy the game in the shops and then the 
server is free. 

PCZ: That's what we like. Sum it up then. 

JG: What? 

PCZ: Sum up the game. 

JG: Well, a lot of people are doing Internet on-line strategy 
games. NetStorm is truly Internet-friendly and it's written from 
the ground up to handle the advantages and disadvantages 
of the Net. Our programmers and designers have worked on 
Bioforge, Crusader: No Remorse as well as Ultima VII and VIII 
and the original Wing Commander. Unlike Red Alert, 
you can control the terrain and the individual 
pieces. We've tried to have both the action of 
a real-time game and the strategic elements 
of a turn-based game. Nobody else is doing 
a game like this. © 









Trouble in the cloud cover. NetStorm 
becomes exceeding hectic when 
resources run low; delivery balloons 
re-stock ordinance if this is the case. 
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Red Alert on-line 


What could be nicer than sitting 
in your back garden on a sunny 
day with a can of cheap cola 
and a big bag of chipsticks? 
Absolutely nothing, which is why 
Jamie Cunningham got stroppy 
when we asked him to write 
about Red Alert. 

O-1 

The Westwood 
server knows 
when you have 
an old version 
of Westwood 
chat, and can 
upgrade you 
while you're 
on-line. Ooh, 
it's so clever. 




Yes yes yes, I know you've played Red 
Alert. We've all played /?edA-blummin-/e/T, 
thank you very much. The point of this brief 
're-examination' is to speak about said game's 
Internet capabilities: the Windows 95 front-end 
that allows you to connect to a server, choose your enemy, and 
then point the business end of a tank at him. Way cool, huh? 

Well, yes and no. Like any game that relies on the Internet, 
it's a bit hit and miss. Lag city. Jerksville, Arizona. Stop And 
Go, Utah. Huge Phone Bill, Arkansas. Er, you get the picture. 

In case you're still in any doubt, start a single-player Red Alert 
game and then pause the game every three seconds. That's 
the Internet, that is, and if you feel you can't live with it, quit 
reading the on-line section. Okay? 


Gonna get myself connected 

If you installed Red Alert from Windows 95, chances are 
you'll have installed Westwood Chat as well. Which means 
you'll have discovered that it looks like an old Visual Basic 
tutorial. Hum. 

Running it for the first time requires that you choose a 
nickname. This is actually the hardest part of the process, as 
most nicknames have been taken. No, every sodding word in 



the English language has been taken. It's a bit sad really, 
as when you finally get onto the server with a nonsensical 
composite of your middle name and favourite Floyd album, 
you find yourself talking to people called Steve443 and 
Globlylgh. Weedy newbies like you who succumbed to 
desperation and will spend the rest of their time on-line 
having the piss taken out of them. 

So what happens next? 

Find the meeting area of the server, where everyone talks 
crap and trades insults before playing the game. It's a bit IRC, 
which means that if you have a room temperature IQ and think 
swapping tank jokes with a 15 year old from Michigan is dead 
smart, it's going to be the best fun you've had in ages. 

The selection screen is straightforward: join a game, or host 
your own. You have access to all the usual Red Alert variables: 
map name, tech level, starting credits, and so on. And it's 
on this screen where you start to realise that the Westwood 
Chat application not only looks a bit pants, but is a bit pants. 
For starters, I've yet to participate in a game that allows 
more than two players in it. Two players? Like, er, me and 
one other person? Hardly the multi-player frenzy I had in 
mind, but hey ho... 

Second, and more importantly, there's no way of telling 
what kind of connection you have to your enemy before you 
kick off. Often you get yourself stuck in a glacially slow game 
with a guy from Tasmania on his spacker PC and 9600 modem, 
and are forced to listen to him while he apologises for his crap 
equipment and begs you to stay in the game. 

The bottom line 

Once you've found yourself an opponent with a worthwhile 
connection, and have timed your on-line activity to coincide 
with Uncle Sam being tucked up in bed, the games progress 
relatively smoothly and predictably. You know the score: build 
things, squash things, electrocute things. Grumble when your 
ore trucks go off for a jaunt in front of your enemy's Seventh 
Armoured Brigade. Curse mightily when one of your tanks gets 
stuck in reverse and trundles off backwards in the heat of 
battle. All the joys of Red Alert. 

The last game I played on the Westwood server 
involved me getting totally wiped out by some 
herbert from Detroit, with him telling me that 
"I shouldn't have messed with an American". 

Oh yeah? Well who invented quantum theory, 
buster? (A German - Ed) 0 




(Above) They do have this fascination with green, don't they? 

(Above right) The game screen. All the options for hosting a Red Alert game, together with some annoying tosser 
talking the whole time and asking if you know where Des Moines is. 



Annihilate over-zealous Americans 
in the on-line version of Red Alert 
It's the only way to play! 


a 


This is a little diversion 
you might like to try on 
unsuspecting guinea pigs 
up on the Westwood server. 
All you have to do is host a 
Red Alert game, and then 
announce that you're going 
to do an impression of a 
certain nationality. All the 
other guy has to do is guess 
whom you're impersonating. 
Here's a few ideas to help 
you along: 

1. FRENCH 

Build a line of turrets that 
stretch menacingly in front of 
your base. Offer no resistance 
when the enemy drives 
around this line and kills you 
dead. Smell of garlic etc. 

2. AMERICAN 

Join the battle an hour 
after everyone else. (Hint: 
if you hold down the CTRL 
key, you can also target 
your own units and simulate 
friendly fire.) 

3. ITALIAN 

As soon as you catch sight of 
an enemy unit, ally with it. 

4. JAPANESE 

Go over to the other guy's 
base, buy souvenirs and take 
lots of 35mm slides. 

5. GREEK 

Eat taramasalata and smash 
plates, er, oh, I don't know. 
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The page with its finger on the pulse of on-line gaming 


4 LucasArts on-line 

LucasArts and Microsoft have struck a deal which will 
bring LucasArts' up-coming multi-player games to Microsoft's 
hugely successful Internet Gaming Zone. This multi-player 
service will be free (yep, you read it right - FREE!), and 
will cover all LucasArts' multi-player games including Outlaws, 

X-Wing l/s 
TIE Fighter, 

Jedi Knight 
and Star Wars: 
Supremacy. 

Microsoft's 
Internet Gaming 
Zone already 
boasts a sub¬ 
scription of 
over 200,000 
users, but the 
introduction 
of these hotly 

anticipated new titles is sure to drive that amount through the 
roof. Now more PC gamesplayers than ever will be able to 
choose the Light or Dark side of the force and fight it out in 
a huge virtual universe far far away. 

To take part in this pan-global battle, players will have to 
buy a copy of the game and log on at the Rebel HQ Website, 
which can be found at http://www.rebelhq.com. 



Twilight 

lands 

E-On, the successful Leicester-based on-line 
entertainment channel, have announced the 
addition of Twilight Lands to their extensive 
portfolio of multi-player games. 

An on-line role-playing game, in the style 
of 3DO's Meridian 59, the first-person hack 
and slash adventuring action of Twilight 
Lands will no doubt appeal to goblin fans 
the world over - for it will be somewhere 
else for them to meet, fight, swap wands, 
chat and stuff. Mystery and danger await 
one of three chosen classes: warrior, 
sorcerer or cleric, from which the player 
chooses before hurtling headlong into 
an immersive world of wizards and 
necromancers. Sounds like a hoot. 

We'll be reviewing the game in full 
next issue, but if you can't wait that long 
have a look at http://www.entertainment- 
online.com to satiate any goblin-rooting 
tendencies you may have. 






«* 



Blasted by Disney 


One of the world's giants in entertainment is entering 
the burgeoning on-line market, as Disney announced 
plans to launch a new kids-oriented on-line gaming 
network, starting in the US with European services 
following afterwards. Called Disney Blast, the network is 
a Web-based, subscription service designed for kids and 
parents. A free two-week preview began on 9 April. 

Disney Blast will offer daily content aimed at the 
younger PC gaming set, including jokes, comics, on-line 
activity and books. Users will need a Pentium with 16Mb 
of RAM and Windows 95 to participate. The Microsoft 
Network will also be carrying Disney Blast free of charge 
for its subscribers. 


Meridian 59 update 


3DO's award-winning Meridian 59 debuts its largest 
update yet with the release of Vale Of Sorrow- an add-on 
pack which introduces vast new areas, new monsters and 
more non-player characters to the existing swords and 
sorcery environment. The look of the game has also been 
re-vamped with new world graphics and a new front-end. 
There's even a new spring line-up, for Meridian 59's more 
fashion-conscious player, with colourful new avatar and 
clothing options. So now you can dress each other up... 

The Vale Of Sorrow update is now available free of 
charge to all current Meridian 59 users via FTP download. 
A collector's edition of the Vale Of Sorrow disc can be 
pre-ordered over the Internet at 
http://meridian.3do.com/meridian/update. 
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Introducing Sound Blaster AWE64 Gold 

The ultimate, affordable sound card for the audio 

enthusiast or semi-professional musician 

In 1989, Creative Labs Sound Blaster set the industry standard for PC audio. 
And the Sound Blaster series has been at the cutting edge of technology 
ever since. 

Our latest, the amazing Sound Blaster AWE64 Gold offers you incredibly 
realistic audio with 64 voices and stunning solo instrument sounds previously 
used in only very high-end professional products. 

All this channelled through a single MIDI port! 

The AWE64 Gold gives you unmatched sound reproduction and lets you take 
advantage of advanced audio technologies such as SoundFont® 2.0 and 
E-mu® 3D Positional Audio. And for a limited period, the AWE64 Gold comes 
with Steinberg's Cubasis Audio for realtime music editing and digital 
audio recording. 

On the other hand, if you're a budding musician or power gamer, the Sound 
Blaster AWE64 will give you incredible audio realism also by breaking the 
32 voice barrier. 

You'll experience incredibly realistic instrument reproductions as well as 
stunning sound effects, thanks to EMU 8000 WavEffects and Creative 
WaveSynth/WG. 

Both AWE64 Gold and AWE64 are fully compatible with all previous Sound 
Blaster products. 

Either way, with AWE64 Gold priced at £199 inc. VAT and AWE64 priced at 
£159 inc. VAT, you've got golden opportunities which you can't afford to miss. 


EMU8000 Synthesiser 
Creative WaveSynth/WG 
SP/DIF digital output 
Gold plated RCA output 
Onboard RAM 


AWE64 Gold 

Yes 

Yes 

Yes (-120 db signal/noise ratio) 
Yes (-90 db signal/noise ratio) 
4MB (upgradeable to 12MB) 


the 


soun 

barrier 


To find out more, visit our World 
Or contact the Creative Labs Presal 


e Web site 'Creative Zone': www.creativelabs.com/64uk 
Department on 01245-265265 
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Mink coat and large pants 


The first UK company to use the technology 
was Gremlin. Two years ago the Sheffield 
company was emerging from a tough 
period in which the cost and complexity 
of publishing console games was 
crippling many medium-sized 


APT! 


Ever wondered why some graphics scream realism from the 
rooftops, while others look like they were put together by 
Stevie Wonder in the pub?ip04|^^® takes a gander at 
motion capture technology and finds it's making games look 
so real that he’s thinking of asking Pocahontas out... 


By recording the ‘real 9 movements 
of human subjects , motion 
capture technology promises 
hitherto undreamed of realism 
from computer-generated sprites. 


By recording the ‘real’ movements of human subjects, 
motion capture technology promises hitherto undreamed of 
realism from computer-generated sprites. In the last two 
years titles such as FIFA 97, Actua Soccer, Micro Machines 2 
and Cyberblade have been developed using the technique. 
And who could deny they look wonderful? There's no doubt 
that motion capture has taken desktop realism to new heights. 

All sounds marvellous, doesn't it? But then, so did the 
last 'next big thing' - full motion video - and look what 
happened to that. So the big question has to be: is motion 


captured internationals Ian Wright (above) Patrick Viera and David Seaman 
to help keep the animation in Kick Off 97 as realistic as possible. 


K m AVE YOU EXAMINED YOUR 

motions lately? This may sound 
like a medical enquiry but could 
B just as well be asked of any 

major software publisher active 
in the games market today. Quite 
■El simply, the market's gone motion 

capture crazy. Every other box has ‘motion 
capture' stickered on it as if these two words have the 
power to entrance gamers and send them zombie-like 
to the counter with three crisp tenners in their hands. 




companies. Gremlin 
pulled out and 
invested heavily in 
development tools 
which they hoped 
would make their 
PC games rival 
those of the industry’s 
biggest players - EA, 
Virgin and MicroProse. 


capture just a fad or does it have the potential to set games 
off into a new era of realism and playability? Are we talking 
fur coat and no knickers here? 
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It's the summer of 1996 and the reassuring 
thwack of leather on willow is ringing in the 
air. But we're not in some leafy village green. No, 
the scene is actually a rather characterless office block 
near Reading. This is Electronic Arts' own motion capture 
studio and two club cricketers (from Clifton, among the best 
teams in 'non-league' cricket) are bowling, batting, fielding, 
keeping wicket and appealing in front of men in suits. The 
fact that they both have little silver discs stuck all over their 
whites just compounds the surrealism of the event. 

But if this is what's required to make Ian Botham 2 (the 
sequel to Beam Software's SNES hit) the most realistic cricket 
game ever, then so be it. Ian Botham 2 is getting the full EA 
Sports label treatment. In fact, every game made by the label 
in 1996 was motion captured. 
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If you have a few hundred thousand lying about you could have your 
choice of two types of motion capture technology. The first, called a 
tethered system, fits its human subject with up to 25 cables and uses 
a magnetic field to transmit data to a computer. The second system 
uses lights and discs. 


B oth systems have their pros and 

cons. The great advantage of tethered 
systems is that they allow reconstruction 
in real-time because information travels 
directly into the computer. On the downside 
they are cumbersome for the wearer. This 
makes them unsuitable for, say, sport and 
this is why the optical set-up has become 
the standard for the games industry. 

During an optical shoot the human subject 
is fitted with light-reflecting markers which 
are usually attached to the joints - ankles, 
knees, elbows, hips etc - as well as the 
head, hands and feet. The subject then 
performs manoeuvres in front of infra-red 
spotlights which reflect the markers clearly. 
Cameras record these movements at up to 
120MHz and feed the data into a Sun 
Workstation for editing. 

On screen the film appears to show a 
stickman made from points of light (think 
of The Saint logo and you're halfway there) 
which can be used as the basis for modelling 
ultra-realistic human movements. 

Despite its current status as the hottest 
technology in the games business, motion 
capture technology has actually been around 


since the 70s. The first systems were designed 
to observe the "vitality of aquatic micro¬ 
organisms" - whatever that means. Even 
sperm count was somehow researched using 
the technology. Subsequently NASA got hold 
of motion capture and used it to test space 
suits, and General Motors went on to apply 
it to crash tests. 

By the early '90s the arrival of powerful 
Silicon Workstations meant that programmers 
finally had the processing power to turn film 
into animation. Nike used the technology 
to enhance shoe design (specifically the 
comfort factor). 

Inevitably, Hollywood muscled in, and 
motion capture became another tool in the 
SFX guys' bag of tricks. Silicon Valley soon 
followed, with Mindscape, Acclaim and 
others incorporating the technology into 
sports and combat games. 

As we've mentioned elsewhere, it was 
Sheffield-based Gremlin who brought motion 
capture to the UK. During a radical company 
rethink two years ago they decided to throw 
money at development resources (rather 
than expensive console licences) and bought 
their own studio for $250,000. 
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Although there are different ways to motion capture people, they all rely on the same method of 
sticking light-reflecting devices to various joints and capturing their movement using special 
cameras. Once the subject has been rigged up they'll have to go through the motions many times 
in order to get enough data for the techy guys to work with. The fact that the light-reflecting balls 
tend to fly off with any sudden movement makes the whole thing a very lengthy process. 



David Ginola (above) bared 
his chest to help EA with the 
animation for the massive 
selling FIFA 97. This pic, 
however, is from the winger's 
new vid, 'David does Dallas'. 

-O 



During this time motion capture was starting to make 
waves in the US. Gremlin’s software manager Tim Heaton 
takes up the story: "It was being talked about a lot in the 
US. Film companies were using it and it was hovering in the 
distance as a games technology. We were planning a major 
sports game and we knew that motion capture could help 
us make something special." 

Achieving that ‘special’ sports game didn't come cheap - 
Gremlin paid a cool $250,000 to buy their own studio. The 
game in question went on to become Actua Soccer (later to 
form the basis of Euro 96), and very successful it was too. Its 
players' ultra-realistic movements were realised after Chris 

Once you’ve got the 
movement of, say, a 
snake on the *:files’ 
there’s nothing to 
stop talented artists 
grafting on a human 
head for all manner 
of gruesome effects. 


Woods and Andy Sinton spent a day throwing themselves 
about in the Gremlin studio. 

But Heaton reveafs that the production process was far 
from smooth. Although it appears that filming the sequences 
for capture (pictured on next page) was straightforward, 
the clean-up operation was a nightmare. He explains: 

"The problem is that you get some of the light-sources 
disappearing off the frame or you have a complex man¬ 
oeuvre which is hard to decipher. So you need really skilled 
technicians and clever software to clean it all up before you 
can begin modelling. We ended up writing new programs." 

It's the age-old story: a new technology promises to 
make things easy and ends up creating a veritable slew of 
new complications. Some companies find these problems 
too much - Argonaut experimented with a tethered motion 
capture system (using cable rather than light markers) for 
FXFighter but eventually gave up on the idea. 

These complications may explain why many software 
houses employ a specialist company rather than set up their 
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Heaton recognises this: "Playability is everything, I 
wouldn't ever argue with that. Motion capture's just a tool 
for working towards it. But the fact is that people have got 
faster, more powerful PCs and they want realism." 

Yes, but look at Pocahontas - pure animation yet worry- 
ingly horny. The same goes for Tomb Raider - the beautifully 
smooth movement (and extraordinary pair of Charlies on its 
female hero) is a result of using just talented artists and 
Dolly Parton pictures. Jeremy Smith, head of Core, is a stout 
believer in the human hand: "The problem with 
motion capture is that you waste so much time 
cleaning it up. Hand-drawn animation gives 
you freedom. And you can cheat. A good 
artist can create a walk in six cycles and 
use tricks to make it look as good as a 
motion capture in 12." 

With this comment Smith hints at 
another factor crucial to the whole debate. 
It's argued that motion capture requires 
more polygons than drawing and therefore 
produces slower games. Jeremy Smith has 
another reason for preferring hand-drawn talent 
- setting up a motion capture shoot is a pain in the 
arse. As part of the publishing group EIDOS, Core have access 
to the technology (at production house Glassworks), but 
booking the facility and getting everything done in the time 
allotted is apparently more trouble than it's worth. 


Once the movement data has been 
captured, the lengthy task of joining 
the dots begins. This isn't always as 
easy as it looks, and takes ages. 

-O 


Graphically gripping 

Nevertheless, those companies which do invest in their own 
studios could find the technology taking them in all sorts of 
weird directions as the future unfolds. At EA there’s talk of 
wiring up tarantulas and even rhinos (well, pigs actually since 
they move like rhinos) in order to recreate jungle scenes more 
vividly. And once you've got the movement of, say, a snake on 
the 'files' there's nothing to stop talented artists grafting on 
a human head for all manner of gruesome effects. 

The capture of facial movement looks set to become more 
common too. Using a headset to generate real-time animations 
(remember the floating head of Chips on Going Live?) may 
become important to Internet applications of motion capture. 
Quentin Plant explains: "Video conferencing is difficult due 
to the bandwidth needed to cope with FMV. The data rate 
for facial motion capture is tiny in comparison so it could 
become the best way to communicate visually on-line." 

It's a short leap from here to virtual reality. Talking, 
shaking hands, having sex - it’s all feasible once data suits 
with internal pressure pads to simulate touch have been 
developed. Imagine what it would do for pornography: wire 
up a Marilyn Monroe body double, get her to do disgusting 
things, morph on the head of Norma Jean and you're away. 

In a few years you may not even need wires. Acclaim have 
already spent $10 million in the US on a next generation 
system which uses neural networks for shape recognition; 
in other words, the computers simply 'watch' 
the action and then reproduce it as data. 
Curtain-twitching PCs - whatever next? 
Either way, it looks as though motion 
capture's here to stay. As long as 
publishers don't use it to hide 
lack of gameplay 


Ex-England keeper Chris Woods was motion-captured by 
Gremlin for Actua Soccer. Some people still maintain this 
is why the keepers in the game are pretty dismal. 

-—O 


own facility. London-based Virtuosity have worked with 
Activision, Psygnosis and others. Founder Quentin Plant told 
us why: "For every day spent in the studio you spend three 
days on clean up. It's boring work which requires skilled 
artists who tend to move jobs a lot." 

This is to stress the negative, of course. For all its faults 
motion capture, when the software is mastered, can reproduce 
astonishingly realistic action on screen - but in a fraction of 
the time it would take an artist to draw it. You've only to 
watch a captured game for a few seconds for the realism 
to hit you between the eyes. 

At Gremlin virtually every game produced now has a 
motion capture element - from the 120 captures which 
form the basis of the action in Actua Soccer and Golf to the 
modelled monsters in Realms Of The Haunted to the intro 
sequences of Reloaded. And the same can be said for EA 
Sports - each one of their games has been motion captured 
since the company acquired their own studio in 1995. 


Stars in your eyes 

Not surprisingly, moti.on capture has become far more than 
just a technical process - it's become a marketing ploy. 

It's no longer a case of dressing up just anyone in the 
motion capture gear - instead of Bromsgrove Rovers' 
left-back we get David Ginola. He may cost more, 
but feel the width of that press coverage. 

But the rampant exploitation of motion capture 
as a gimmick hasn't seduced everyone. "Realism 
doesn't equal gameplay" chirp the cynics. After all, 
some gamers prefer Kick Off to FIFA and keep their 
Amiga 500s on life support just to play Sensi Soccer. 


(Left) Psygnosis went to great 
lengths to make the animation 
in The City Of Lost Children 
as realistic as possible. They 
even went as far as sticking 
light-reflecting balls on the 
individual pleats of the lead 
character's dress. 
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PD & SHAREWARE 


3D Land Designer v2 ... 


Japan; Global Domination; When 2 Worlds War; 

Decisive 1,2,3; Gold of Americas; Reach lor - 

Stars; Warlord; Battlelront; Battles of Napoleon; ( W9! 

Carrier Strike; Western Front; Sword of Aragon; 

War in Russia & Pacific; War Game Constr 2; 

Clash of Steel; Conflict Middle East & Korea; Gt 

Naval Battles 3 .. 16.99 

A-10 CUBA 


Great Naval Battles Final Fury..32.9 

Gremlin Five Pack - Desert Strike, Jungle 
Strike Retribution, Slipstream 5000, Actua 

Soccer, Normality(Demo) . 19.! 

..15). 24.! 


HARDLINE- 


HARD WAR... 


6.99 


AARON VS RUTH. 

ABSOLUTE PINBALL 


ACES COLLECTORS EDITION: Aces Over 
Europe, Aces of Pacific, Red Baron, A10 Tank 

Killer, Aviation Pioneers . 16.99 

Action Challenger - Heretic, Links, Champ 

Pool, Jet Fighter 2, GP Unltd .. 16.99 

ACTUA GOLF W95. 28.99 

ACTUA SOCCER CLUB EDITION- 26.99 

A.D.A.M.SIDE STORY. 21.99 

AD&D BETRAYAL IN ANTARA ..-32.99 

AD&D Blood & Magic. 26.99 

AD & D Legends: EOTB 1,2 & 3.. . 14.99 

AD&D TRIPLE TRILOGY - Champions of 
Krynn, Dark Queen of Krynn, Death Knights of 
Krynn, Gateway to Savage Frontier, 

Treasures of Savage Frontier, Pools of 
Darkness, Pool of Radiance, Curse of Azure 

Bonds, Secret of Silver Blades .. 29.99 

ADMIRAL SEA BATTLES..24.99 

Afterdark. 13.99 

AFTERLIFE (W95).. 29.99 

Age of Rifles Wargame Con Kit 3 - 32.99 

Age of Rifles Campaign Disk.. 12.99 

*— of Sails.. ~* *"* 


HEART OF DARKNESS. 29.99 

Harvester. 28.99 

HARVEST OF SOULS. 26.99 

Heroes Of Might & Magic 2. 32.99 

Heroes of Might & Magic 2 Exp Kit- 14.99 

Heroes Of Might & Magic Coll..26.99 

HEXAGON CARTEL. 32.99 

Hexen .29 99 29.99 

HUNTER HUNTED. 29.99 

IM1A2 ABRAMS. 32.99 

IMPERIALISM. 32.99 

IMPERIUM GALACTICA. 28.99 

INCARNATE 


Incredible Hulk-Pantheon S 

Indian in the Cupboard. 

INDEPENDANCE DAY. 

Int Open Golf Champ. 

Int Soccer Manager W95 
Int Rugby Leagt 


- 26.99 

- 12.99 


Int Rugby League... 

INTERSTATE 76.... 


INTO THE SHADOWS. 

Iron & Blood.- 

Iron Man \ Xo. 

IT S A FUNNY OLD GAME.- 

Jagged Alliance 2 Deadly Games. - 

JED) KNIGHT W95.- 

JET FIGHTER 3... 


- 19.99 

- 28.99 

- 29.99 


Age of Sc 
AH64D Li 


Longbow. 36.99 

AH64D : FLASHPOINT KOREA..-19.99 

Air Assault Korea to Vietnam & Saigon to 

Persian Gulf . 29.99 

Air Combat Midway to Hiroshima & London 

Blitz to Pearl Harbour . 29.99 

Air Warrior 2. 32.99 

ALIEN TRILOGY. 29.99 

ALPHA STORM. 30.99 

American Gladiators.19.99 - 

APACHE & HIND.----- 19.99 

ARCHIMEDIAN DYNASTY..26.99 

AREA 51 (W95). 32.99 


KINGFISHER MICROPEDIA ... 

KKND. 

LANDS OF LORE 2. 

LEISURE SUIT LARRY 7. 

LIGHTHOUSE. 

LINKS LS... 


- 22.99 

- 22.99 

- 29.99 

- 32.99 


Arena Deluxe 

ARMORED FIST 2.0. 

ASSASIN 2015. 

ATMOSFEAR. 

ATF GOLD. 

ATF US 


- 29.99 

-34.99 

-19.99 


- 19.9t 


32.99 

___ ... 36.99 

ATF DVD NATO FIGHTERS..16.99 

AUSTRALIAN RUGBY LEAGUE.-29.99 

AWARD WINNERS 1 Screamer, Actua 

Soccer, Pro Pinball, Star Trek --22.99 

AXELERATOR. 22.99 

BACK TO BAGDAD. 19.99 

- 28.99 

- 14.99 


LINKS LS OAKLAND HILLS..15.99 

LINKS LS PELICAN HILL..15.99 

LINKS LS PINEHURST 2. 15.99 

LINKS LS VALHALLA. 15.99 

Links LS 1 Troon North & Banff .. - 8.99 

Links LS 2 Devils I & P Dunes .. 8.99 

Links LS 3 Firestone & Coghill -- 8.99 

Links LS 5 Courses 1 Mauna Kea; P Dunes; 

Firestone; Innisbrook; Bighorn .. 16.99 

Links LS 5 Courses 2 Banff Springs; Troon 

Norih; Cog Hill; Devils Island; Belfry . 16.99 

Links LS 5 Courses 3 Pinehurst; Riviera; 

Harbour Town; Bountiful; B Creek... - 16.99 

Lion King.18.99 - 

LONGBOW GOLD. 29.99 

LORDS OF THE REALM 2. 32.99 

LOST VIKINGS 2. 26.99 

Lucas Arts Archives Vol 2 - Dark Forces. 
Rebel Assault 1 & 2, Tie Fighter Coll & 


BATTLECRUISER 3000 AD. 

Battleground Antietam. 29.99 

B/ground Ardennes or Gettysburg- 29.99 

Battleground Shiloh or Waterloo...-29.99 

_ ATTLEE “ 


MAGICI 


- 34.9! 

- 18.9! 


Magic the Gathering Battlemage...- 

Magic the Gathering (M/prose) W95-- 

‘ASS DESTRUCTION...22.99 

' ... — 29.99 


SUPER LEAGUE PRO RUGBY...-26.99 

SUPER MOTO X..24.99 

Super Stardust.. 19.99 

SUPERSONIC RACERS.. 32.99 

SURFACE TENSION..24.99 

SWIV 3D..24.99 

Syndicate Wars..29.99 

TANK RESISTANCE..26.99 

TEAM FI.. 26.99 

Tempest 2000 (W95).. 26.99 

Temptation - Lands of Lore; 7th Guest 

Hand of Fate; Indy Car Racing .. 29.99 

TERMINATOR SKYNET..19.99 

Terracide..29.99 

Terratopia..22.99 

TEST DRIVEOFF ROAD..29.99 

The City of Lost Children..34.99 

THE DIVIDE: ENEMIES WITHIN..-24.99 

THE GAMES FACTORY..49.99 

The Last Blitzkrieg.. 32.99 

THE STAR WARS REBELLION ..-26.99 

The Ultimate James Bond.. 20.99 

The War College.. 24.99 

THEME HOSPITAL.. 29.99 

THIRD REICH..29.99 

Tie Fighter Star Wars Magic.. 14.99 

TIE FfGHTER -V- X WING..29.99 

TIGER SHARK (W95).. 28.99 

TIME COMMANDO..32.99 

Time Gate.. 19.99 

TIME WARP OF DR BRAIN..20.99 

TOMB RAIDERS..29.99 

TOM CLANCY SSN..22.99 

Total Distortion..15.99 

TOTAL INSANITY: Star Trek NG Final Unity. 
PGA Euro Tour,Network Q RAC Rally Champ 

Ed ..28.99 

U BOAT II..22.99 

Ultimate Soccer Manager 2.. 24.99 

UNIVERSE ACCORDING TO VR.-24.99 

US NAVY FIGHTER 97 (W95).. 34.99 

VEGAS GAMES W95.. 14.99 

VIKING CONQUEST.. 19.99 

VIPER (W95)... 26.99 

VIRTUACOP.. 26.99 

VIRTUA FIGHTER..26.99 

WAGES OF WAR..28.99 

Wargods.. 32.99 

WARCRAFT 2 DELUXE..34.99 

Warcraft 2 Command & Craft.. 14.99 

Warcraft 2 More War.. 18.99 

Warcraft 2 Toolkit.. 12.99 

Warcraft 2 The Next 70 Levels-- 14.99 

Warcraft 2 Ultimate Add-on.. 12.99 

Warcraft 2 W-Zone.. 16.99 

Warlords 2 - Deluxe.. 19.99 

Warwind (W95).. 32.99 

WARWIND 2 (W95).. 32.99 

Wing Commander: kilrathi Saga...-22.99 

WIZARDRY GOLD..26.99 

WIZARDRY NEMESIS..26.99 

WORMS COMBI PACK..25.99 

X CAR.. 26.99 

X-COM APOCALYPSE..32.99 

X-Fighters..36.99 

YODA STORIES W95.. 14.99 

ZPG.. 28.99 


Moonbase.12.! 

MORTAL KOMBAT3.— 

NAPOLEONICS.12.99 12.99 

NASCAR & TRACK.. 8.99 


- 11.99 , 


NAVY STRIKE... 

NBA JAM.- 

NBA LIVE 96.- 

NFL QUARTERBACK CLUB 96.. - 


Nippon S 

NITROR 


_RACERS. 

North & South. 

ONSIDE SOCCER ... 
OVERLORD... 


Pacific Strike.13.9 


PERFECT PINBALL 
PGA 486 . 

PGA European Tour... 

>UR G< 


GAMES 

G002 LAMERS. 

G003 DESERT RAID. 

G004 ELECTRO BODY. 

in XX G005 BIO-MENACE. 

o oq G006 JETPACK. 

oXS G007 COMMANDER KEEN 4. 

in 99 0009 WOLFEN STEIN 3D. 

. . . G010 WOLFEN STEIN EXTRAS. 

14 99 G011 HOOSIER CITY . 

499 G012 SPACE FLIGHT SIMULATOR. 

19.99 G013 SECRET AGENT. 

9.99 G015 OVERKILL . 

-- G016 CLASSIC PINBALL. 

8 99 G017 MELTDOWN. 

4.99 G018 RAPID RESPONSE 

10.99 G019DARK AGES 1. 

12.99 G020 LLAMTRON . 

10.99 G021 LAST HALF OF DARKNESS. 

™-99 G022 GLOBAL WARFARE . 

’2 99 G023 DUKE NUKEM 2. 

G024 REDUKE-(DUKE NUKEM 


G025 MORKIN 2 . 

G026 HUGOS HOUSE OF HORRORS 


PGA TOUR GOLF 486 + FIFA 

PGA Tour Golf (Win). 

Phantasmagoria. 

PINBALL DREAMS DELUXE.. 15.99 

PINBALL FANTASIES DELUXE..-15.99 

PINBALL WORLD. 15.99 rn07 ul irn , n. imm it 

PLAYER MANAGER 2 EXTRA.... 7.99 9.99 ^027 HUGO 2 WHO DUNN IT 

pm if'P Ol IP<ST qwAT _ n QQ G028 rOHU SIMULATOR 2. 

PREMIER MANAGER 3 DLX™"!"- 1(L99 £029 £255 3 

Primal Rage .. 8.99 0030 KEN S LABYRINTH 

Prince Interactive.. 9 99 G031 ZONE 66. 

Project X.8.99-G032 GATE WORLD. 

Railroad Tycoon Deluxe.. 8 99 G033 CYBER CHESS . 

9.99 G034 KEEN DREAMS. 

8.99 G035 KEEN 6. 

10.99 G036 SKY ROADS 
14 99 G037 JAZZ JACK RABBIT 

8 99 G038 BRIX. 

12.99 G039 MUTANT SPACE BATS 

8 99 G040 RAMEIFOX. 

G041 PSIONICS. 


Road 
Sabre 

SAM * 

Scottish 

SCREAI 
SHELLSI 
SHERMAI 
SHIVERS . 

Shockwave 
Silent_: 

SILENT TH 
SIMON -- 
Space Quest Co 
SPEED HASTE 
SPORTS FREAKZ. 
Star Legio 
STAR TREK KLINGON 
Storm Master. 

Stunt Driver 



CHESS. 

OF STEEL. 

ANDROID. 

TOWERS. 

iT ZONE. 

FRONT END VI .31 . 

IGE OF MUTANT CAMELS 

99 G056 DOOM WADPAC 1. 

9.99 G057 DOOM EDITOR UTILS V5.21 
5-99 G058 COSMO’S COSMIC ADVENTURES 

4 99 G059 MAHJONG VGA. 

2-99 G060 PC PRO GOLF. 

4 99 Q061 SPACE CHASE . 

G062 TRAFFIC DEPT 2192. 

2097 m 


BETRAYAL IN ANTARA... 

BING. 

BIRTHRIGHT. 

BLUE ICE. 


Caesar 2 (W95). 

Cannon Fod/Beneath Steel Sky. .. 
Championship Manager All Stars.. 
Champ Man 2 Enhanced 96/97 .... 

CHAMP MAN 2 96/97 D/DISK. 

CITY OF LOST CHILDREN. 

Civilization 2. 

CIV 2 LTD EDITION. 

CIV 2 DAWN OF HUMANITY 

Civ 2 Civilised City. 

Civ 2:Conflicts In Civilisation. 

CLANDESTINY. 


COMMAND & CONQUER W95....- 

C & C Command & Craft.. 

C & C Companion.. 

C & C: ENHANCEMENTS.. 

C & C Toolkit V3.-— 

C & C Ultimate Add-on.. 

COMM & CONQUER RED ALERT- 

C & C RA Action ware Xtra Levels.- 

C & C Red Alert Are You Ready...- 

C & C RA Better Red than Dead...- 

C & C Red Alert Code Red.. 

C & C Red Alert Counterstrike.. 

C & C Red Alert Perfect Alert.. 

Conqust of the New World Deluxe- 

CONQUEST EARTH.. 

CROW! CITY OF ANGELS.. 

CRUSADER - NO REGRETS.. 

CRYSTAL SKULL.. 

CYBERSTORM (W95).. 

DARK HERMETIC ORDER.. 

Dark Omen: Warhammer 2 W95..- 

DARKLIGHT CONFLICT.. 

Daytona USA Champ Edition.. 



DEADLY GAMES J ALLIANCE 2.-26.9 

Deadlock.. 27 9 

DE ATHDROM E( Wf “ 


DEATH TRAP DUNGEON... 


Diablo Actionware Extra Levels ... 

Diablo Diabolical Add-ons. 

Die Hard Trilogy. 

DOMINION... 


Doom 2 Screen Saver. 

agonheart Fire & Steel (W95 ... 

IAGON LORE 2. 


DUCK CITY.- 

DUKE NUKEM 3D ATOMIC.- 

D NUKEM 3D-DUKE ZONE.- 

D NUKEM 3D - NUKE IT 1000. 

D Nukem 3D - Plutonium Pack.- 

D Nukem 3D - Ultimate Add-on.- 

EA CRICKET 97.. 


; M.D.K. 

, Mechwarrior 2 Double Pack. 

■ Mechwarrior 2 Expansion Pack. 

. MEGAPAK 6: Steel Panthers; Kyrandia 3; 

, Riddle of Master Lu; Allied Gen; Al Unser 
, Jnr Racing-, Action Soccer; Pinball 3D 

VCR; Total Pinball; Manic Karts; Druid: 

, Deathgate; . 29 

, Megarace 2. 29 

MICRO MACHINES III. 

MORTAL COMBAT 1 & 2 W95.... 

Mortal Coil. 

MS Encarta '97. 

MTVSLAMSCAPE 

MUOKICKER. 28. 

MUMMY. 28. 

MUTANT PENGUINS. 18. 

NBA HANGTIME (W95). 28. 

NBA JAM XTREME. 24. 

NASCAR 2. 29 

NECRODOME 

Need lor Speed We All Need Xtra Speed 
Need for Speed 2. 

NETWORK Q RAC RALLY 
Network Q RAC Rally X Miles 
NFL Quarterback Club '97 
NFL Madden '97 (W95\Dos) 

NHL '97 ICE HOCKEY DOSVW95 

NIGHT OF THE MONSTERS. 

NOIR. 

OPPOSITE LOCK (W95/DOS). 

OUTLAWS. 

OVER THE REICH. 

PACIFIC GENERAL... 

PANDORA DIRECTIVE..32.9 

PANZER DRAGOON. 

PANZER GENERAL 2. 

PERFECT WEAPON (W95). 

PGA EURO DVD THE NIPPON.... 

PGA EURO DVD OXFORD. 

PGA TOUR '96 (W95). 

PGA TOUR D/D SAWGRASS. 

PHANTASMAGORIA 2. 

PINBALL CONSTRUTION KIT ... 

POD. 

Power2Play W95. 

POWER Fl. 

PRAY FOR DEATH. 

PREMIER MANAGER 97. 28.9 

Prince Of Persia Collection..16.9 

PRINT ARTIST 4.0. 20.9 

PRIVATEER 2 THE DARKENING.-32.9 

PYRAMID. 28.9 

QUAKE. 24.9 

QUAKE AFTERSHOCK. 18.9 

QUAKE MISSION PACK VOL II..-19.9 

QUAKE OZONE. 12.9 

Quake Scourge of Armagon.. 19.9 

QUAKE TOOLKIT. 12.9 

Quest for Fame. 22.9 

Quest for Glory Collection... 


SPECIAL OFFERS 


22.99 11TH HOUR... 


- 12.9! 


1942 Pacific Air War& Scenarios.. _ 

1944 ACROSS THE RHINE..8.99 

3D Ultra Mini Golf. 12.99 

7th Guest. 8.99 

ACTUA SOCCER. 14.99 

Advance Destroyer Simulator.. 4.99 

Air Bucks. 9.99 

Alex Dampier Ice Hockey 95. 9.99 

Alien Carnage 
Alien Legacy. 

Alien Logic. 



ITAL KOMBAT2 


SYNDICATE 

Tank. 

Targhan. 

Team Yankee. 

Tekwar. 

Tennis Cup 2 
Terminal velo 
TEMPTRESS, 

TERRANOVA_ 

TERMINATOR FUTURE SH( 

TFX. Jm. . .__ . . _ _ 

THE DIG.. 10.99 G077 FLEET STREET SOCCER... 

Theme Park + Strike Commander . 14.99 G078 SKUNNY KARTS. 

The Shadow Of Yserbius 9.99 - G079 MULTIDIMENSIONAL THIEF ... 

The Wild West.. 9.99 G080 PATIENCE 10 

THEXDER 3 .. 12.99 Q081 NETHACK. 

This Means War.. 8.99 G083 EGGY 

9-99 G084 XATAX"!!"!"""""""""""!"""""! 

HUNTER... 




RAMA.. 


-- 12.9 


Earthworm Jim/Pitfall & Gamepad.26.9 

ERADICATOR.. 26.9 

ERASER..26.9 

EURO 96.. 14.9 

EURO SOCCER STARS '96. 19.99 

Euroleague Manager.. 19.99 

EVOLUTION EF2000+TACTCOM.-28.99 

EXHUMED. 22.99 

EXTREME ASSAULT. 29.99 

EXTREME POWERPACK: RAC Rally, FIFA 

96, Magic Carpet 2 + Joypad ..34.99 

EXTREME VELOCITY EF2000, ATF. AH64D 

Longbow . 34.99 

“ - 26.99 

- 38.99 

- 28.99 


RAVAGE(W95). 

REBEL MOON RISING W95. 

RED BARON 2. 

RELOADED 

REALMS OF THE HAUNTING- 

RINGS. 

RIOT.... 

RISK... 


2.99 


- 27.99 

- 28.99 

- 32.99 

- 18.99 

- 29.99 

- 28.99 


10.99 
- 34.99 


House; Wiz & Princess; Kings Quest __ 

4,5,6; Colonels Bequest .Dagger of Amon Ra; 
Phantasmagoria (1st chapter) ..26.99 

ROBOTRON X'. 28.99 

ROCKBASE. 28.99 

SAFECRACKER (W95). 26.99 

SAND WARRIORS. 22.99 

Santa Fe Mysteries Elk Moon..26.99 

Santa Fe Mysteries Sacred Ground-26.99 


SCARAB... 


6.99 


F22 LIGHTNING 2 .. 


6.99 


- 26. __ 

-26.99 

-29.99 

-19.99 

-29.99 

_ 19.99 

Formula One Grand Prix 2. 28.99 

FI GP2 GRAND PRIX MAGIC.. 14.99 

FI GP2 PERFECT GRAND PRIX-8.99 

FPS FOOTBALL 97. 29.99 

Fragile Allegiance. 26.99 

FLIGHT SCHOOL. 19.99 

FLIGHT SIM 6. 39.99 

FS6 - AZORES. 32.99 

FS5/6 - CESSNA CUSTOM KIT...19.99 19.99 

FS5 - Europe 1. 26.99 

FS5 - Europe 2. 30.99 

FS5/6 - Final Approach. 24.99 

FS6 - FLIGHT COMMANDER.. 24.99 

FS5 - Flight Shop. 35.99 

FS4/5 - Hawaii or Tahiti Scenery ... 7.99 . 

FS5/6 - HONG KONG. 14.99 

FS5/6 -MADRID. 14.99 

FS5/6 - Navigator. 24.99 

'S5/6 - Perfect Fit Eng & Wales ..- 15.99 

*5/6 - PRE-FLIGHT. 19.99 

' - RESCUE AIR 911. 32.99 

- Scenery Designer..31.99 

SOUTHERN CALIFORNIA.- 22.99 

'ower. 39.99 

NIGHTMARES 2. 28.99 

- 29.99 


SCORCHED PLANET. 26.99 

SCORCHER. 30.99 

SCREAMER 2. 24.99 

SEGA RALLY. 26.99 

Sensible World Of Soccer 96/97...- 19.99 

SWOS 96/97 Data Disk. 7.99 

Settlers 2. 26.99 

Settlers 2 Mission Disk. 12.99 

SHADOAN. - 


SHADOW WARRIORS. 

SIEGE OF STORMHAVEN. 

SIERRA SPORTS BASEBALL 97 
SIERRA SPORTS GOLF W95 .... 
Silent Hunter Patrol Disk 2. 


-26.99 

-32.99 

-21.99 

-21.99 

-12.99 

-22.99 

- 14.99 

-28.99 

-22.99 

29.99 

18.99 


N SWORD. 

BURIED IN TIME 
CAESAR 1 

Cannon Fodder.12. 

CANNON FODDER 2.14.99 9.99 

CARS.. 8.99 

CHALLENGER..16.99 

. CHA f . . 

hn ish+Germi 

S Ches 

? CHRt 
Chuck 
I CIVII 
1 CIVII 
I Civil 
I COL< 

I Comr 
I Comi 
I CRU! 

1 CYBf_ 

Cybermage - Dark Awakening 
Cyclones 


Dark Sun Wake of Ravager .. 12. 

DECATHLON. 9.99 

DefCon 5. 9.99 

DESCENT. 10.99 

DESERT & JUNGLE STRIKE . 8.99 

Destruction Derby.. 11.99 

Detroit. 9.99 

DOOM 2. 13.99 

DRUID. 12.99 

DUKE NUKEM 3D LEVELS..9.99 

Dune (OEM). 6.99 

DUNE OR DUNE 2.12.99 10.99 

DUNGEON MASTER 2. 10.99 

EARTH SIEGE 2:SKYFORCE..14.99 

Ecstatica. 11.99 

Eight Ball Deluxe Pinball.16.99 - 

EXTREME PINBALL. 8.99 

F14 FLEET DEFENDER. 8.99 

F15 STRIKE EAGLE III. 8.99 

Fade To Black . 9.99 

Falcon. 4.99 

FATAL RACING. 14.99 

FIELDS OF GLORY. 8.99 

FIFA 96 . 10.99 

Fire Fight. 10.99 

Flashback. 8.99 

Flight of the Amazon Queen.. 9.99 

Flight of the Intruder. 4.99 

Flight Unlimited. 8.99 

FORMULA ONE GRAND PRIX....-8.99 

Freddy Pharka Frontier Pharmacist- 8.99 

FULL THROTTLE. 12.99 

F ZONE (FURY 3 ADD ON)..12.99 

Gabriel Knight 2. 14.99 

GRAND PRIX MANAGER..12.99 

Gremlin Three Pack - Lotus, Nigel Mansells 

World Championship, ZooI .. 12.99 

Gremlin Four Pack -Lotus, Premier Manager 

2, Space Crusade, Zool .13.99 13.99 

Gunship. 4.99 

HARPdON. 4.99 

HARPOON 2. 12.99 

HERETIC. 11.99 

HI OCTANE. 8.99 


EMY UNKNOW 

Ultima! 

ULTIM M . 

UNDER A KILLING MOON. 

Unnecessary Roughness ‘96... 

US NAVY FIGHTERS. 

Virtual Karts. 

Virtuoso. 

Walls of Rome. 

WAR COMMAND EXPLOSION ... 
War in the Gulf... 

WARCRAI 


12.99 < 

8.99 i __ 

~ GALACTA..1 

1.99 

9.99 dS)§8 NIGHTMARE*-. 

12.99 G099 CORRIDOR 7. 

10.99 G100 Hunter/Hunted Addon Level . 

8.99 G101 Hunter/Hunted Missions . 

9 99 G101 ZENTRIS . 

G102 CIQuake vbeta.quake meets voodoo graphics 

G102 MONOPOLY. 

G103 NYET3-REVENGE MUTANTSTONE. 


7.99 , 


OVER 18 - GLAMOUR TITLES 

101% Adult Compilation... 

Asian Dream Girls 2. 

Asian Pleasures 2,3 oi 

Black Beauties. 

Blonde Bombshell... 

BLOW!. 

BREAST STROKES ... 

Calender Girls 1 or 2... 

Centrefold Beabes... 

Digital Dreams 2... 

Digital Dreams 3... 

Erotic Games. 

European Dream Girls 1,2 or 3 ... 

Fabulous Fetish Machine. 

FANTASY GIRLS VOL 1 OR 2 ... 

From Denmark with Love 2,3,4 or 5... 

From Denmark with Love 6,7,8,9 or 10 -- 

Gentlemen Prefer Blondes.- 

Girls, Girls, Girls. 

Girls of Pleasure. 

Girls Who Like Girls. 

Hot Action Girls 1 or 2... 

Hot Spot Women 1,2 or 

Just Eighteen. 

Lusty Lesbians 1 or 2. 

Oriental Fantasies lor 2... 

Page Three Beauties... 

Photo Studio. 

Pixels of Desire. 

Sexy Sensations. 

Stockings & Garters. 

Stockings & Suspenders 1 

Strip Poker Pro. 

THE PAGE 3 COLLECTION ... 

THE WORLD OF LANA COX... 

THE WORLD OF TERESA MAY..- 

Universe Of Adult GIFS 1,2 or 3 ...- 

Wet Dreams 1 or 2.. 

Wet Dreams 4,5,6 or 7.. 

World of Pinups vol 1.. 

World of Pinups vol 2.. 1 

Worlds Best Breasts.. 





_(W95). 

SIM PARK. 

SIMON SORCEROR 1 & 2 

SLAMTILT. 

Soccer Stars 96 - FIFA. On The Ball, Kick Off 

3, Premier Manager 3 . 24.99 

SONIC 3 & KNUCKLES. 19.99 

SOUL HUNT. 24.99 

Space Hulk & System Shock.. 16.99 

SPACE STATION SIMULATOR... — 29.99 

SPEED RAGE. 27.99 

SPQR. 30.99 

SSI Compilation Thunderscape; Allied Gen; 

Steel Panthers; Entomorph ..22.99 

STARGUNNER W95. 18.99 

STAR COMMAND. 28.99 

STAR GENERAL. 32.99 

STARS... 


INDY CAR 2 .. 


8.99 


JOYSTICKS & 
ACCESSORIES 


Jetstrike.9.9! 

JOHNNY BAZOOKATONE.. 

Journeyman Project Turbo.— 

KICK OFF ‘96 


KINGS QUEST 6 OR 7. 

Knights. 

LESURE SUIT LARRY 5 OR 6... 
LHX Attack Chopper... 

LINKS 386 PRO.. 


isation; FI GP; Panzer General 
er 96; Thunderscape; Zeppelin; 
tat Calibum Pinball; Masters of 

.. 26.99 

'anthers; Warriors; Transport 
Ticonderoga; FOG; 

V Al Unser Jnr; Subwar 
9 Rhine .. 26.99 


STAR TREK GENERATIONS.. 36.99 

STAR TREK BORG. 29.99 

Starfighter 3000. 24.99 

STEEL LEGIONS. 29.99 

Steel Panthers 2 Modem Battle....- 32.99 

- 12.99 

- 29.99 

- 32.99 

- 14.99 

- 26.99 


STRANGE GOLF W95.- 

STREETFIGHTER THE MOVIE ... - 

STREET RACER.- 

STRIFE .. 


SUPER EF2000... 


Links 1 Troon North & Banff _ 

Links 2 Devils I & Prairie Dunes. ..- 8.99 

Links 3 Firestone & Coghill.. 8.99 

Links 5 Courses 1 Mauna Kea; Prairie 

Dunes;Firestone; Innisbrook; Bighorn -16.99 

Links 5 Courses 2 Banff Springs; Troon North; 

Cog Hill; Devils Island; Belfry .. 16.99 

Links 5 Courses 3 Pinehurst; Riviera; Harbour 

Town; Bountiful; Barton Creek .. 16.99 

Lost Eden. 

Magic Candle 2&3. 

Magic Carpet Plus. 

MAGIC CARPET 2. 

Megarace. 

Merlin Challenge. 

Metal Marines. 

Micro Machines 2 Special Edition. 
- “ 1 & 2. 


. _ 1.8M Parallel Printer Cable. 

- 8.99 ALFA TWIN JOYSTICK SPLITTER. 1 

- 8.99 AQUA PAD CLEAR. 1i 

9 9.99 AQUA PAD. ! 

- 9.99 CH Flightstick. 2 

- 9.99 CH Flightstick Pro. 5' 

- 9.99 CH Gamecard 3 Auto. 2! 

- 10.99 CH Pro Pedals. 7' 

- 9.99 CH Pro Throttle. 8' 

- 8.99 CH Throttle. 6 

Destiny Steering Wheel, Foot Pedals, Gears 7! 

Gravis Analog Joystick. 1! 

Gravis Analog Pro Joystick. 2 

Gravis Blackhawk Joystick. 3; 

Gravis Gamepad. 1! 

Gravis Gamepad Pro. 3: 

LOGIC 3 DOMINATOR JT272. 1! 

Logic 3 Explorer Pad. 1 

Logic 3 PowerPad. ! 

Logic 3 SprintPad. II 

PCMCIA Gamecard II . 4! 

Quickjoy Flight Force Pro SV241. 2! 

Quick oy Flight Force FCS SV242. 3i 


9.99 

- 4.99 

-12.99 

- 10.99 


- 34.99 MONKEY ISLAND 1 


Sidewinder... 

Sidewinder Gamepad. 

Sidewinder 3D Pro. 

Sidewinder 3D Pro & Hell Bender ... 


G116 TUBALAR WORLDS . 

G117 TERMINAL VELOCITY. 

G118 FUZZYS WORLD. 

G119 3D CYBER PUCK. 

G120 DRAGON TILES. 

G121 TYRIAN. 

G122 COLD DREAMS. 

G123 VINTL GODDESS FROM MARS. 

G124 BREAKFREE . 

G125 OUTRIDGE. 

G127 PAK0 2. 

G128 DIGGERS. 

G129 DRAGONS BANE MAHJONG 2. 

G130 THE SEARCH FOR FREEDOM. 

G131 WITCHAVEN . 

G132 WORMS. 

G133 Devil Descent Editor v2.1 .create descent levels **** 

G134 Doom 2 Addictiv Wad .kill your friends 

G135 Doom 2 Armagedn WAD.WIN AT ALL COSTS 

G136 Doom 2 Files.death match court yard wad 

G137 Doom 2 Files.death match loading bay wad 

G138 Doom 2 Files.demon headquarters wad 

G139 Doom 2 Disco Wad.have a groovy time 

G140 Doom 2 Etpts Wad .join the bloodbath 

G142 Doom 2 Mini Dm Wad.fight it out in a small room 

G143 Doom 2 Files .non stop deathmatch wad 

G144 Doom 2 Realm Of Chaos Wad ....challange yourself in hell 

G145 Doom 2 The Etherworld Wad.work around a new level i 

G146 Doom 2 Travis 6 Wad.leap to the weapons 1 

G147 Doom 2 Travis 1 Wad.play corner to corner 1 

G148 Doom 2 Travis 3 Wad .chase your apponents around 1 

G149 Doom 2 Travis 5 Wad.man the sniper points 1 

G150 Drugkillers vl .2.destroy the drug lords **" 1 

G151 Hexen Temple Wad.beat it if you can 1 

G152 Interpose vl .01 .take off and start blasting 1 

G153 Links Ls vl .2.update the popular golf game 1 

G154 River Run v0.9.shoot your way down river **** 1 

G155 Rock Man vl.3 .play strategy game ***** 1 

G156 Circa 7000: Armies of ....play an e-mail stratergy game *** 1 

G157 Connect 4 (Augustine) .play a classic game *** 1 

G158 Doom II Break-In Wad.battle among the buildings 1 

G159 Doom II Icarus: Alien.32 cohesive doom II levels 1 

G160 Final Doom House Dm Wad....play a new final doom level 1 

G161 Get Lost! v1.31s.play a fun 3d maze game **** 1 

G162 Kali Dos v1.3c.network driver for games"" 1 

G163 Obliterator vO.O Oalpha.obliterator or be obliterated "* 1 

G164 Quaterback Club 97 Roster.quaterback club 97 update 1 

G165 Rebel Decade vl .2.play advanced chess *** 1 

G166 Steel Panthers Scenarios .. .new steel panthers scenarios 1 
G167 Yatchtz-a-Fun.roll the dice ”" 1 

WINDOWS GAMES 

WG016 301 Score vl .1." keep score of darts games 1 

WG017 Amazing v5.11 .move through a maze "" 1 

WG018 Another Video Poker .play suspenseful poker *** 1 

WG019 Boxcars Casino vl ,0c.comprehensive gambling sim 1 

WG020 Dynamic Gin 16-bit vl .14.play realistic gin. 1 

WG021 Dynamic Gin 32-bit vl .14.play realistic gin ***** 1 

WG022 Jackpot Slots 95 vl .3.play the slots *** 1 

WG023 Lucky Stars Video Slots.play electronic slots *** 1 

WG024 Memory Tiles vl .1 .match all the tiles ** 1 

WG025 Paradise Slots vl .3.play the slots *** 1 

WG026 QuMa Quake Editor vl ,5 ..create / edit quake maps **** 1 

WG027 Real Deal cl .01 .play win95 card games **** 1 

WG028 Real Video Blackjack W95.play video blackjack "" 1 

WG029 Slot of Trivia vl .3.answer trivia & play slots **** 1 

WG030 Soccer Management Simmanage a british soccer club *** 1 

WG031 Ultra Logic vl .4.master mind board game **" 1 

WG032 Avoid The Roids II.avoid being hit by raids *** 1 

WG033 Canasta for W95 & NT..play challenging card game **** 1 

WG034 Civil War Puzzles vl .3 .civil war jigsaw puzzle game 1 

WG035 Civ 2 Religious Wars SCN.lead your people 1 

WG036 Comet Busters! vl .3 .shoot comets in space "" 1 

WG037 DeLuxe Poker(32 bittol .1.play video poker *** 1 

WG038 Double Dynamite V-Slots ...playy slots with strategy *** 1 

WG039 Ectool vl .70.manage email chess games *** 1 

WG040 Fen2Diag v3.2.create chess position diagrams *** 1 


WG042 Mah Jongg for Win vl.12 ... play realistic mah jongg **** 

1 WG043 Mastermind vl.1 .guess the number of boxes *** 

1 WG044 MiniTris v2.0 .play a tetris like game 

WG045 NetCheckers vl .06.play checkers over the net 

1 WG046 Noisy V Poker & Black-J.two fun games in one "** 

1 WG047 Quake Net v2.0.find internet quake servers **** 

WG048 Subspace vl. 19.blast enemies over the net 

WG049 WinBnck v2.05.knock out bncks 

WG050 Fragile Allegiance For.strategize in simulated space 

WG051 BoxCars casino For Wind... learn the casino games **** 

C&C EDITORS 

CE001 BASE EDITOR.„) 

CE002 SCENARIO EDITOR . 

CE003 INSTANT BUILD - READY.. 

CE006 INI EDITOR .J 

CE008 MISSION SELECTOR .J 

CE009 SAVE GAME EDITOR. 

CE010 CONVERT . 

CE011 EOD'S EDITOR . 

CE012 THE MIX MANAGER . 

CE013 USE TEXT.j 

CHEATS 

CH001 2400 AD.J 

CH002 JAMES BOND . 

CH003 ALONE IN THE DARK 2 . 

CH004 ACES OVER EUROPE . 

CH005 SWORD OF AROGON. 

CH006 BLOOD STONE. 

CH007 BLAKE STONE . 

CH008 DEATH IN THE CARIBBEAN.. 

CH010 CHRONO QUEST . 

CHO11 Q & A TO CIVILIZATION. 

CHOI 2 COBRA MISSION . 

CHOI 3 CODES FOR HUMANS. 

CH014 CONQUEST OF CAMELOT. 

CHOI 5 CRIMSON CROWN. 

CHOI6 CRIME WAVE .. 

CHOI7 CYBORG . 

CHOI8 CHAIN SAW FOR DOOM . 

CHOI9 WRATH OF DENETHEENOR. 

CH020 DEAD LINE . J 

CH021 DARK LORD . J 

CH022 DUNGEON MASTER. 

CH023 Q & A TO DOOM. J 

CH024 SAVED LEVELS OF DOOM . ] 

CH025 DARK SUN. 

CH026 DARK SUN SHATTERED LANDS. 

CH027 EYE OF THE BEHOLDER 3 . 

CH028 Q 4 A FLIGHT SIM 4/5. 

CH029 GOBLINS 2 . 

CH030 KINGS QUEST 5 
CH031 KINGS QUEST 6 

CH032 LANDS OF LORE. 

CH033 LEMMINGS 2 
CH034 LEISURE SUIT LARRY 6 
CH035 X-WING (Deleted) 

CH036 Q & A FOR MORTAl 
IQRTAL KO MI 
1 NO MORH^IMINGS 
1/ED MlgPrPRIVATEER 
^ZORK 
IGiHTER 2 
IEETFIGHTER 2 
\FOR STUNT ISLA 
KOR WOLFENSTEI 
,R TREH^hDGEMENT RITE 

GUEST^fc.... 

CARDS ^ftlJLTIMA 6 . 

cards fow Ultima 7 . 

CH049 UNIVERSAL HINTS SYSTEM . 

CH050 Q & A FOR WOLFENSTEIN . 

CH051 Duke Nukem 3D Trikster trick the game 

C&C LEVELS 

CL001 AMAZON ASSAULT. 

CL002 ASSASSINATION HQ. 

CL003 BACK FLASH. 

“004 THE BIONIC MEN . 

.005 THE CHEMICAL BROTHERS 

CL007 THE DEATH CAMP . 

CL009 DEATH VALLEY.J 

CL012 CAPTURE THE PRISON . 

“1014 THE RED LIGHT DISTRICT. 

IL016TIBERIUM NIGHTMARE .J 

CL017 SPECIAL FORCES. 

CL018 CLEAN UP . 

CL019 DIE HARD. 

(020 GROUND ZERO. 

1021 OIL WAR. 

CL022 REVENGE OF BROTHERHOOD. 

CL023 THE SWAM. 

CL024 THE TEMPLE. 

CL025 THE WRATH OF NOD. 

CL027 DEATH MATE. 

CL029 GUERILLA ELININATION. 

CL030 ISLAND FORTRESS . J 

' .031 RESCUE DR MOEBIUS. 

HELIPAD SALVAGE. 

IURPRISE. j 

IILENT BUT DEADLY. 

IFILTRATE. ‘ 

IE GREAT WAR .j 

IE RAOD. 

IAOS. 

IREAD. ! 

C&C MAPS 

THE FORE HORSEMEN. 

12 ANNIHILATION . 

CM003 BREAKOUT/THE WALL . 

CM004 COLD LATHER . 

CM006 CROSSROADS. 

CM007 GLACIAL MOUNTAIN. 

CM008 HEXANTS DESERT . 

CM009 HOLD YOUR GROUND. 

CM01 OKING OF THE HILL. 

CM011 LAKE MALIBU. 

CM012 MALIBU RIVER. 

CM013 QUARTERS. 

CM014 ROAD TO GLORY. 

CM015 RIVER RATS. 

CM016 SNAKE PIT . 

CM017 SNOW WARS . 

CM018 SPRING TIME. 

CM019 TAKE ME TO THE RIVER. 

CM020 TIBERIUM HAVEN . 

CM021 TIBERIUM BRIDGES. 

CM022 TIBERIUM RIVER . 

CM023 TRIDENT. 

CM024 TIBERIUM ZONE. 

CM025 WATER WORLD.. 

DOOM WADS 

D002ABYSS . 

D004 ANT HILL . 

D005ARSENAL. 

D006BARREL. 

D007BARSTED. 

D008BATMAN. 

D009 BEST. 

D010 BEWARE . 

D011 BIGBRO . 

D012 BITE IT. 

D013 BUNNY 3D. 

D014 CARNAGE . 

D015 CATACOMB. 

D016CAVERN. 

D017 CHASE. 

D018CHESS. 

D019 CHURCH . 

D020 CLASH . 

D021 COFFIN. 

D022 COMMBAT. 

D023 COMPLETE . 

D024 COURTYARD. 

D028 DEAD ZONE. 

D029DEATH . 

D030 DEATH STAR. 

D031 DEATH TRAP. 

D032 DEATH WALK. 

D033 DEVIL. 

D034 DIE FAST . 

D035DIE HARD. 

HOME & HOBBY 

H020 ATTAIN FOR CYCLING W3.1 improve your cycling training 
H021 CADDIEMASTER FOR WIN 3.1 ..track your golf handicap 

H022 CaddieMaster For Win95.track your golf handicap 

H023 DKCarmis vl .0.car cost analyser for windows 

H024 DKCqBook vl .2.reconcile your cheque book 

H025 EagleTrak ForWin3. 


H026 EagleTrak For Win95 

H027 Golf Travel Plus For Dos. 

H029 GolfTravelPlus For Win95 
H030 Handicalc Plus For Win3.1 
H031 Handicalc Plus For Win95 
H032 Handicap Manager For W3.1 

H033 Handicap Manager For W95.monitor golf handicap 

H035 Home Wise v3.2.organise family data **** 

H036 Light Flight Win3.1 demo.prepare for spiritual warfare 

H03W3.1 .make your own sewing patterns 

H078 Personal Pattern 3+ w3.1.Pick sewing pttms for skirts 


..analyse your golf game 
. analyse your golf game 
'e money on golf travel 
e money on golf travel 
track your golf scores 
...track your golf scores 
...monitor golf handicap 

























































































































































































































































































































































































































































































































































































































































































































































































































































































TATE'DEVELOPERS 


A BRAND NEW 'COMIC SCRIP' SET IN A SOFTWARE 
DEVELOPMENT HOUSE. BY CHARLIE BROOKER. 
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PRICE! CHOO 


THESE HAVE MADE I 
OF COMPUTER SO 


ONE STOP GAME 


Lucas ARTS ARCHIVES ■ INDIANA JONES EAT! OF ATLANTIS, SAM N MAX, DAY 
Of THE TENTACLE, HEBEI ASSAULT SPECIAL EDITION, STAB WARS SCREEN SAVER 
PLUS DEMOS Of FULL THROTTLE, DARK FORCES, REBEL ASSAULT 2. THE DK5 AND TIE 
- - £28“ 


FIGHTER COLLECTORS CD. ALL THIS FOR JUST £28.99 


EVERY TIME YOU PLACE AN ORDER YOU MAY CHOOSE A PIECE 0 
SOFTWARE FROM OUR FREE GIFT UST OF SOFTWARE AND 
ACCESSORIES. THERE IS A UMTT OF ONE FT 


3D Ultra Pinball 2.£21.99 

...£21.99 


Ace Ventura - Pet Detective . £24.99 

ActuaGoif . : . £24.99 

Actua Soccer . £14.99 

Actua Soccer CLUB EDITION.£27.99 

AD&D Blood & Magic/Undermountain.each £25.99 

Age of Sail ... £27.99 

AH-64D Longbow + Korea Data Disk . £30.99 

Alien Trilogy . £30.99 

Albion . £19.99 

Allied General . £24.99 

Amok. £31.99 

Apache Longbow & Hind Double Pack.£20.99 

Arcade America ... £14.99 

Archimedean Dynasty ... £19.99 

Area 51 . £29.99 


NO MINMUM ORDER VALUE TO QUALIFY. SECONDLY, YOU WU1 ALSO 
RECEIVE OUR LATEST CATALOGUE PACKED WITH MORE OFFERS! 
LEASE IB/EMEB(K)^PORYOIAHBSOFJW/WEYARIOIClBNjl 

Die Hard Trilogy...£28.99 


Director's Chair (with Steven Spielberg).£35.99 

Discworld.£16.99 

Discworld 2 + FREE Discworld 2 T-Shirt! ltd offer.£31 .99 

Dogz.£12.99 

Doom 2 (Win '95).£14.99 

Down in the Dumps. £27.99 


Duke Nukem 3D & Plutonium Kit!!!.£19.99 

Duke Nukem 3D Plutonium Kit (add-on levels) .£16.99 

Duke Nukem 3D Mania - 1000 extra levels. £10.99 

Dungeon Keeper (expected mid April) .£28.99 

Earthsiege 2.;. ...£14.99 

Ecco the Dolphin .£21.99 

EF2000...£21.99 


Microsoft Flight Sim 6 for Win '95 .£37.99 

Microsoft Southern California Data Disk for FS6. £23.99 

Microsoft Flight Sim 5.1S New York + Paris .£37.99 

Microsoft FS 5.1 Scenery (japan, Hawaii & Caribbean).£25.99 


Scenery Disk 6.0 - England & Wales ... 

Scenery Disk 6.0 ■ Hong Kong. 

Scenery Disk 5.1 - British Isles 1 & 2 . 

Scenery Disk 5.1 - Europe 1 . 

Scenery Disk 5.1 -Las Vegas . 

FlightSiaa 5.1 Tower. 

Fught Sim 5.1 Scenery & Object Designer.... 
Fught Shop V2 - now for FS5 .1 & FS6.... 


...£17.99 
...£14.99 
...each £19.99 

.£29.99 

.£9.99 

.£39.99 

.£36.99 

....£35.99 


Flight Sim FSFX V2 - Contains extra planes, scenery, sounds 
ekforFS5.1 &FS6 ......£28.99 

Boeing/Business Jets/Airbus/Great Airlines . each £22.99 

Perfect Fught/Enoand & Wales Disk for MS FS 5.1 .£ 19.99 


Armoured Fist 2j0 (Win '95).£29.99 

ATF US.£32.99 

Azrael's Tear.£19.99 

Backpacker. £27.99 

Back to Baghdad . £23.99 

Barbie's Fashion Designer.£29.99 

Battlecruiser 3000AD.£22.99 

Beavis & Butthead Series . .each £ 9.99 

Bediam ... £29.99 


Eradicator.!. £23.99 

Essential Compilation vol 1 - FI, FIFA, PGA 486.£14.99 

Euro '96.£19.99 


Exhumed...;.£21.99 

F22 Lightning 2.£24.99 

Fable.£25.99 



Battleground 

Battleground Ardennes £25.99 

Battleground Antietam.£25.99 

Battleground Gettysburg....£22.99 

Battleground Shiloh.£22.99 

Battleground Waterloo...£25.99 


Fatal Racing.£14.99 

Fifa Soccer '96.£10.99 

Fifa Soccer '97.£27.99 

Fifa Soccer Manager.£26.99 

FInal Doom.£19.99 

Fught Unlimited (Win '95).£25.99 

Flying Corps.£26.99 


Lemmmgs Paintball + Oh No! More Lemmwgs + Iemmwgs.£1 2.99 

Lighthouse.£22.99 

Links Golf 486 LS + 7 Courses + Free T-Shirt. £30.99 

Links 386/LS Courses Per Pair Ring for details. £8.99 

Links LS Course Libraries Vols 1,2,3 - call for details...£16.99 

Lomax in Lemmingland. £LOWEST 

Lords of the Realm 2.£27.99 

Lucas Archives Vol 2 - Tie Fighter Collector's CD, Dark 

Forces, Rebel Assault 2, Making Magic.£37.99 

Magic the Gathering (Acclaim).£24.99 

Magic the Gathering (Microprose). £27.99 

Marble Drop.£16.99 

Master of Dimensions.£23.99 


Formula 1 Manager (Europress)... 


...£25.99 


Bermuda Syndrome.. I . £24.99 

Birthright . £28.99 

Bum! Machinehead ..... £23.99 

Bridge Master Classic with Omar Sharif . £29.99 

Broken Sword. £22.99 

Bubble Bobble & Rainbow Island... £21.99 

Caesar 2 ...i. £17.99 

Catz . £12.99 

Cave Wars ... £23.99 

Championship Manager '96/'97 edition + Italia '95!! .£16.99 
Championship Manager Foreign Leagues Fr, Ger, It 3 FOR £9.99 

Chessmaster 5000 . £26.99 

Civilisation 2.£27.99 

Cmusation 2 Data Disk: Confucts in Civilisation .£12.99 

Clandestiny . £27.99 

Close Combat . £18.99 


Fragile Allegiance. i .£22.99 

Gabriel Knight 2: The Beast Within.£12.99 

Gender Wars...£24.99 

Gene Machine.£19.99 

Gene Wars. £26.99 

GEX.£23.99 

G-Nome.£26.99 

Gloriana.£30.99 


Goosebumps . £32.99 

Grand Prix 2.*.£27.99 

Perfect Grand Prix - extra tracks, cheats, editors for GP2£11.99 

Grand Prix Manager 2.£29.99 

Hardcore 4X4.£24.99 


Microsoft Golf V2....£14.99 

Microsoft GolfV3.£18.99 

Microsoft Return of Arcade - Pacman, Pole Position Dig 

Dug and Gaiaxian!! (Win '95 only).£17.99 

Mig Alley.£27.99 


Cluedo...£31.99 

Commanche 3.0 (Novalogic).§.£28.99 

Command & Conquer .....il9.9$ 



Monopoly. £32.99 

Monster Truck Madness. i .£30.99 

Monty Python & The Holy Grail... £28.99 

Mortal Kombat 3 (specify Win '95 or DOS).£13.99 

Muppet's Treasure Island.£24.99 

Myst.£19.99 

NASCAR 2.£24.99 


Command & Conquer Red Alert.....£28.99 

Code Red: 250 Levels for Red Alert.£8.99 

Are You Ready & Alert?: 1000 levels for Red Alert + 300 

LEVELS FOR COMMAND & CONQUER + 80 SHAREWARE GAMES£12.99 

Counterstrike - official Red Alert Data Disk.£11.99 

Covert Operations - official C&C Data Disk.£11.99 

Command & Conquer and Warcraft 2 Toolkit.£12.99 


Your Computer Pets! 

Dogz & Catz live on your computer's desktop where they can eat, sleep, 

PUT GAMES AND RUN AROUND. BORN AS PUPPIES AND KITTENS THEY DEVELOPS 
A UNIQUE LOOK AND PERSONALITY EACH £12.99 


NBA Live'97. 

.£29.99 

Need for Speed special edition. 

.£26.99 

Need for Speed 2. 

Network Q Rally. 

NFL Madden '97. 

.£29.99 

.£29.99 


Hardune. 

Harvester. 

Hell Bender ____J 

Heretic: Shadow of the Serpent Riders... 

Heroes of Might & Magic 2. 


Congo.£17.99 

Cover Girl Strip Poker. £11.99 

Conquest of the New World (Unboxed).£14.99 

Creatures . . £17.99 

Crow: City of Angles.£28.99 

Crusader No Regret.£24.99 

Crystal Skull.£21.99 

Cyberjudas.£19.99 

Cyberstorm . . £19.99 

D1000 • 1000 extra levels for Doom & Doom 2.£11.99 

Daggerfall: Elder Scrolls 2 . £23.99 

Darkught Conflict.£29.99 

Daytona USA.£23.99 

Deadly Games.£28.99 

Death Rally... £18.99 

Destruction Derby 2 + FREE DD2 T-Shirt ltd stk£29.99 
Diablo ................ . .£26.99 


Heroes of Might and Magic Trilogy.£23.99 

Hexen.£15.99 

Hexen Data Disk - Death Kings of the Darkness.£12.99 

Hi Octane.£14.99 

Hind & Apache Longbow Double Pack.£21.99 

Houwes 2 - Rose Tattoo.£29.99 


Ian Botham Cricket.....£19.99 

Incredible Hulk: The Pantheon Saga.....I.....£17.99 



...£14.99 

...£29.99 

...£22.99 

...£19.99 

,...£27.99 

...£13.99 


DC ^ 


International Rugby League. . 

.£29.99 



Indycar 2 

.£16 99 

Olympic Games. 

.£27.99 

iFTFir.HTFP 1 4- FRFF IfTFir.wTFc .1 T-ShibtU 

£27 99 

Olympic Soccer. 

.£25.99 

Jonah Lomu Rugby 

.. .£27.99 

On Side Soccer. 

.£25.99 

KirK Off '97 . 

F9« 00 

Orion Burger . 

. £17.99 

Kings Quest Coll 1-6. 

KKND . 

. £17.99 

. £22.99 

Outlaws. 

Over the Reich . 

. £28.99 

. £27.99 



Leisure Suit Larry; 

all jd 

PRICIS 
INCLUDI 
VAT. 


.£30.99 


I SALES I 

MON-FRI 9am - 8pm 
SATURDAY 10am - 7pm 
SUNDAY 10am-4pm 



Pandora Directive.£21.99 

PGA European Tour...£9.99 

PGA Tour Golf '96.£32.99 


NO QUIBBLE EXCHANGE POUCY IF 

YOU ARE UNHAPPY WITH YOUR 
i PURCHASE FOR ANY REASON, SIMPLY 
RETURN THE ITEM IN PERFECT 
CONDmON WITHIN 48 HOURS OF 
RECEIPT BY RECORDED DELIVERY AND 
SUBJECT TO A FEE (10% OR MINIMUM 
£4), WE WILL SWAP IT FOR ANOTHER 
rTEWfTHIS OFFER APPUES ONLY TO 
ITEMS USTED IN OUR MOST CURRENT 
ADVERTS. WE RESERVE THE RIGHT TO 
REFUSE EXCHANGE IF THE ITEM IS NOT 
RECEIVED BACK IN PERFECT 
CONDITION). 


ORDER WITH CONFIDENCE FROM 
ONE OF THE LARGEST DISTRIBUTORS IN 
THE COUNTRY! OVER 600,000 SOFTWARE 
ITEMS SUPPLIED SO FAR AND YOU WILL BE 
SAFE KNOWING THAT YOUR CREDIT 
CARD WILL NOT BE DEBITED UNTIL 
DESPATCH! 



QUAKE . £24.99 

Aftershock . £17.99 

Aftershock Toolkit . £17.99 

Quake Toolkit . £12.99 

Q! Zone . £13.99 

Scourge of Armagon £19.99 


0 


WE PROVIDE ONE OF THE FASTEST 
DELIVERY SERVICES AROUND, 2-3 
WORKING DAYS MAX ON STOCK ITEMS. 
(PLEASE ALLOW 8 DAYS FOR CLEARANCE 
IF SENDING A CHEQUE) 


0 


1ST CLASS DELIVERY FREE OF 
CHARGE TO U.K. MAINLAND. NEXT 
DAY DELIVERY FROM £4. PLEASE 
ORDER BEFORE 3PM TO ENSURE 
IMMEDIATE DESPATCH. 


PGA Nippenburg/Oxfordshire Euro Tour Disks. £16.99 

PGA Spanish Bay/Sawgrass Tour '96 Disks . £16.99 

Phantasmagoria 2. 'mm .£27.99 

Pinball '97. £16.99 

POD.£28.99 

Police Quest Collection 1-4.£27.99 

Pouce Quest Swat. .. £21.99 

Power FI. £27.99 

Premier Manager '97. .. £21.99 

Privateer 2: The Darkening......£28.99 

Quest for Glory Anthology . £20.99 

Rama. £29.99 


I— ORDER BY CREDrr CARD. CHEQUE, 

/ POSTAL ORDERS OR CA&H (PLEASE SEND 
IKlJ CASH BY REGISTERED POST FOR YOUR 
OWN PROTECTION). SORRY, NO CASH 
ON DELIVERY. 


0 


7000'S OF TITLES AVAILABLE . 

WE ALSO STOCK GAMES & 
ACCESSORIES FOR SEGA SATURN & 
OTHER CONSOLES AND PC 
SOFTWARE. 


Rayman (windows '95) . £17.99 

Realms of the Haunting.£20.99 

Rebel Assault 1 & 2 Double Pack.£29.99 

Redneck Rampage . £26.99 

Reloaded. .. £24.99 

Return to Kronoor. .. £27.99 

Ripper.£12.99 


WIZARDS 

Game Wizard is the ultimate 

OFFICIAL WAY TO MASTER YOUR 
I ;= FAVOURITE GAMES. FULl- 
1 -r MOTION VIDEOS SHOW YOU 
‘ HOW TO CONQUER EACH 

LEVEL/PUZZLE AND MAP 
|=3 TECHNOLOGY ALLOWS YOU TO 
PRINT MAPS AND HINTS. GAME 

Wizard runs in a window during play, 

CONSTANTLY MONITORING THE GAME. IF YOU GET 
STUCK, OR WANT BETTER WEAOPNS OR LIVES, ETC, 
SIMPLY CLICK ON GAME WIZARD AND IT WILL PAUSE 
THE GAME AND POP UP TO HELP IMMEDIATELY. 

DUKE NUKEM, TOMB RAIDER, NASCAR 2, 
PHANTASMAGORIA 2, LORDS OF THE 
REALM 2...EACH £9.99 
COMING SOON - GAME WIZARDS FOR 
MDK, DIABLO AND MAGIC THE 
GATHERING - ALL STILL JUST £9.99 
I ALSO AVAILABLE: EXTRA LEVELS, CHEATS, 
ETC FOR THE FOLLOWING: 

D! Zone (Doom).£9.99 

D! Zone 2 (Doom 2).£9.99 

Duke Zone (Duke Nukem 3D) .£13.99 

H! Zone (Heretic).£9.99 

Q! Zone (Quake) .£13.99 


W! Zone (Warcraft).£9.99 

W! Zone 2 (Warcraft 2).£9.99 


Road Pash. ' .£24.99 

Roberta Williams Anthology -14 Games!! inc KQ 1 -7 .£25.99 

Sand Warriors.£24.99 

Scarab.£27.99 


Scorched Punet (Win '95).£19.99 

Scorcher.£23.99 


Scrabble (3.5* Disk) ... 


...£19.99 


Screamer 2.,..£22.99 

Sea Bass Fishing.£26.99 

Sega Rally (requires Pentium 90 or higher).£24.99 

Sensible World of Soccer 96/97 .£21.99 

Sensible World of Soccer 96/97 Data Disk.£9.99 

Settlers 2...£12.99 

Settlers 2 Mission Disk.£12.99 


Masters of Orion 2.£26.99 

MAX.£25.99 

MDK.£25.99 



£20.99^ 


Megapak 6 - Includes Allied General, Riddle of Master Lu, 
Kyrandia 3, Action Soccer, Pinball 3D, Manic Karts, Druid, Al 

Under Jr Racing, Steel Panthers and Death Gate.£29.99 

Megarace 2. JKL .£21.99 

Micro machines 3...SLOWEST 


Shattered Steel.£21.99 

Slent Hunter.£19.99 

Silent Thunder (please specify Win 3.11 or '95).£22.99 

Sim City 2000 Anniversary Pack includes Sim City 2000, 

Urban Renewal kit + Scenario Disk 1 + Disaster Disk.£31.99 

Sim City 2000 Network Edition.£33.99 

Sim Copter.£27.99 

Sim Golf.£28.99 

Sim Isle..,£9.99 


Sonic CD. 


Sonic & Knuckles... 


...£21.99 


.£21.99 

.£30.99 


Space Hulk 2: V.O.T.B.A. 

Space Quest collection 1 -4.£28.99 

SPQR.. £28.99 

Spycraft. £24.99 

Star Control 3. £22.99 

Star General.........£25.99 


Stars.......£19.99 

Star Trek Borg. £20.99 

Star Trek Deep Space 9 Harbinger.£19.99 

Star Trek Emissary Gift Pack.£25.99 

Star Trek Generations + ‘EXCLUSIVE* Al Poster£33.99 

Star Trek Klingon.—£23.99 

Star Trek Omnipedia.£27.99 

Star Trek The Next Generation: A Final Unity.£11.99 

Steel Panthers.£24.99 

Steel Panthers 2.£29.99 

Street Racer.£23.99 

Super EF2000.£31.99 

Syndicate Wars.£25.99 

Syndicate Wars Clue Book.£9.99 


Tactcom (Data Disk for EF2000).£14.99 

Terminator - Future Shock.£19.99 

Terminator: Skynet.£16.99 

Terranova.£19.99 

Test Drive: Off Road....£24.99 

The Dig.£24.99 

Theme Hospital.£26.99 

Third Reich...*...£27.99 


Tie Fighter v X Wing....£31.99 

Time Commando....£30.99 

TNN '96 Fishing.£24.99 


Tom Cuncey SSN.£21.99 

Tomb Raider + FREE Lara Croft Screensaver!!£26.99 

Toon Struck...£26.99 


Top Gun. £10.99 

Total Insanity - includes PGA European Tour, 
Network Q RAC Rally & Star Trek TNG.£26.99 

Toy Story Powerpuy Game . £28.99 

Trophy Bass Fishing 2.£21.99 

Ultimate Doom (specify Windows '95 or DOS).£14.99 

Ultimate Soccer Manager 2.£20.99 

US Navy Fighters '97.£31.99 

...£26.99 


Vegas Girls... 


Viking Conquest...£19.99 

Virtua Cop.£24.99 


Virtua Fighter... 


...£24.99 


Virtual Snooker....:...£17.99 

Voyeur 2.£27.99 

Warcraft 2 Deluxe inc 50 extra levels + hint book£27.99 

Warcraft 2 - the next 70 Levels (official data disk).£14.99 

Warcraft 2 add on disk (100 levels).£19.99 

Warhammer: Shadow of the Horned Rat.£19.99 

Warwind.£23.99 

Whizz.£24.99 

Wing Commander 4.£22.99 

Wipeout 2097.£34.99 

Wizadry Gold/Wizadry Nemesis.each £28.99 

Wolfenstein.£12.99 


Rise & Rule of Ancient Empires.£19.99 

Rise op the Robots 2.£8.99 

WE DO NOT CHARGE YOUR CREDIT CARD UNTIL YOUR ORDER IS DESPATCHED, 


Wooden Ships and Iron Men.£27.99 

World Rally Fever.£15.99 

Worms & Worms Reinforcements...£21.99 

Worms Reinforcements .. £9.99 

WWF In Your House.£25.99 

X Com Compilation - X Com Terror From the Deep, UFO 

Enemy Unknown plus Both Official Hint Books.£24.99 

Yoda Stories . £16.99 

Z . £24.99 

Zork Nemesis. £19.99 



The first item you select from the 

FOLLOWING UST WILL BE CHAROEO AT 
THE PRICE SHOWN, BUT FOR EVERY 
EXTRA ITEM YOU MAY DEDUCT £1 
FROM THE COST SHOWN! 


1 1th Hour.£12.99 

3D Lemmings.£11.99 

3D Ultra Pinball.£9.99 

30 Simulation Games.£8.99 

30 Adventure Games. £8.99 

30 Arcade Games Vol 1.£9.99 

31 Arcade Games Vol. 2. z .£9.99 

45 Casino, Card & Puzzle Games.£8.99 

50 Strategy Games.£9.99 

1942 Pacific Air War Plus.£9.99 

1944 Across the Rhine.£9.99 

7th Guest.£9.99 

Armoured Fist.£10.99 

Assault Rigs.£9.99 

A Train.£8.99 

Beneath a Steel Sky.£9.99 

Betrayal at Krondor.£10.99 

Big red Racing.£9.99 

Bioforge.£10.99 

Cannon Fodder 2.£9.99 

Caesar.£9.99 

Championship Manager 2.£8.99 

Championship Manager Italia '96/Germany.each £5.99 

Championship Manager 2 96/97 Data Disk.£9.99 

Chronicles of the Sword.£8.99 

Chronomaster.£8.99 

Cmusation.£9.99 

Command & Conquer and Warcraft 2 Toolkit....£1 2.99 

Crusader No Remorse.£10.99 

D.£9.99 

Dark Forces.£12.99 

Day of the Tentacle.£9.99 

Deadline. £9.99 

Desert Strike & Jungle Strike.£12.99 

Destruction Derby.£10.99 

Detroit...£10.99 

Dune. L .£9.99 

Dune 2. £10.99 


Dungeon Master 2 .|...£1 2.99 

Earthsiege . £9.99 

Ecstatica . £9.99 

FI Grand Prix . £9.99 

F-15 Strike Eagle 3.£9.99 

Fade to Black.£10.99 

Fields Of Glory.£7.99 

Flight Unlimited (DOS) . £9.99 

Full Throttle.£12.99 

Flashback . £9.99 

Gabriel Knight.£9.99 

Grand Prix Manager.£8.99 

Jimmy White's Snooker.£ 11.99 

Kings Quest 7 . £9.99 

Last Dynasty . £9.99 

Leisure Suit Larry 6.£10.99 

Links Golf 386.£9.99 

Little Big Adventure.£10.99 

Magic Carpet + Hidden Worlds.£10.99 

Magic Carpet 2 . £9.99 

Micro Machines 2 Special Edition.£11.99 

Monkey Island 1 & 2.£11.99 

NASCAR Racing + Track Pack.£8.99 

Navy Strike . £11.99 

NBA Live'96.£11.99 

Pirates! Gold.£9.99 

Player Manager 2 Extra . £9.99 

Populous 2 & Powermonger.£13.99 

Psycho Pinsau.£11.99 

Railroad Tycoon Deluxe . £9.99 

Rebel Assault.£10.99 

Return to Zork.£8.99 

Riddle of Master Lu.£9.99 

Rise of the Triad . £9.99 

Sam & Max Hit The Road.£11.99 

Screamer (due May).£9.99 

Sensible World of Soccer (European Edition) ...£9.99 

ShellShock.£10.99 

Sim City.£9.99 

Sim Ant/Earth/Farm/Life.each £8.99 

Supstream 5000.£6.99 

Speed Haste . £10.99 

Star Trek 25th Anniversary.£11.99 

~~\99 


Strife.£7.' 

Super Streetfighter 2 Turbo.£12.99 

Syndicate Plus.£10.99 

System Shock.£10.99 

Tekwar.£9.99 

Terminal Velocity.£12.99 

TFX.£10.99 

Theme Park.£9.99 

This Means War.:.£12.99 

Thunderhawk 2.£9.99 

Tie Fighter Collector's CD...£12.99 

Tilt.£9.99 

Torrin's Passage.£9.99 

Transport Tycoon & World Editor . £9.99 


UFO Enemy Unknown.£9.99 

Ultima 7 Collection.£13.99 

Ultima Underworld 1 & 2.£13.99 

Under a Killing Moon.£9.99 

Unnecessary Roughness '95.£11.99 

US Navy Fighters.£11.99 

Virtual Pool.£12.99 

Warcraft . £10.99 

Wing Commander 3.£11.99 

Wipeout.£10.99 

Witchaven 2.£9.99 


Wolfpack.£10.99 

X Com: Terror From the Deep.£8.99 


X Wing Collection . £12.99 

SO YOU CAN RESERVE YOUR NEW RELEASES TODAY! 


















































































































































































































































































































































































































































































































































j QUALITY! SERVICE! 


J NE OF THE LARGEST SUPPLIERS 
FIRE IN THE COUNTRY TODAY!! 


HOME & REFERENCE 


MICROSOFT SPECIAL OFFERS 



RRP OFFER 

3D Movie Maker (Nickelodeon or STD) £49.99.£32.99 

500 Nations.£29.99.£15.99 

Access V7.£199.99.£69.99 

AncientUnds.£29.99 £18.99 

Art Gallery.£49.99 £32.99 

Autoroute V5.£59.99 £50.99 

Bookshelf '96.£49.99.£39.99 

ClNEMANIA '95.£12.99 

Gnemania'97.£49.99 £24.99 

Composers Collection.£69.99.£40.99 

Creative Writer & Fine Artist.£59.99 . £28.99 

Dangerous Creatures.£29.99. £13.99 

Dogs.£39.99.£24.99 

Dinosaurs.£29.99. £14.99 

Encarta World Atlas '97.£49.99.£39.99 

Encarta'95.£19.99 

Encarta'97.£49.99.£38.99 


Frank Lloyd Wright. 

Money (Win. '95). 

Music (Per Composer)... 

Music Central '96. 

Music Central'97... 


...£39.99... 
...£29.99... 
...£29.99... 
...£49.99... 
...£29.99... 


Oceans ... 

.£39.99. 

£24.99 

Office '95 Standard V7. 

Ofhce Pro V7 Win '95. 

.£199.99 . 

....£299.99. 

£69.99 
.£149.99 

Office Pro 97 & Bookshelf. 

.£599.99. 

£254.99 

Pius (For Winoows'95). 

Pius for Kids. 

.£49.99 . 

.£19.99. 

£35.99 
.£17.99 

Pubusher '97 

£99 99 

£84.99 

Student Office '97. 

Student Pubusher . 

.£99.99. 

.... £39.99. 

.£84.99 

.£29.99 

Student Visual Basic/Visual C++.. 

Stuoent Win '95/Workstation. 

Stuoent Works. 

.£99.99. 

.£59.99. 

.£39.99. 

.£84.99 

.£42.99 

.£29.99 

Windows '95. 

.£99.99. 

. £44.99 

Wine Guide. 

.£49.99. 

_ £14.99 


Word V7... 

Works V3 + Money... 
Works V4 + Money... 


,..£299.99... 
.,£69.99... 
.,£79.99... 


.,£149.99 

£29.99 

£33.99 


TaxCalc 



10,000 Recipes.£9.99 

3D Walkthrough Home Designer.£32.99 

BBC Atteborough's Antarctic.£23.99 

BBC Garden Designer 3.£19.99 

BBC Mastermind.£23.99 

Blockbuster Guide to Movies.£19.99 

Bodyworks 5.£10.99 

Compton's Encyclopaedia '97.£14.99 

Compton's Multimedia Bible.£21.99 

'OREL Draw 4.£26.99 

Jorel Draw 7.£149.99 

Discover Astronomy.£13.99 

Escher Interactive.£36.99 

Euro '96 - the Official Guide.£15.99 

Family Tree Maker.£9.99 

Flagtower Great Generals.£12.99 

Fiagtower History of Medicine.£14.99 

Flagtower War in the Pacific.£12.99 

Flagtower World War 1 or 2.each £16.99 

Grolier Encyclopaedia '96.£13.99 

Guinness Disk of Records.£18.99 

Guitar Hits Vol 1 or Vol 2.£28.99 

Hutchinson's Interactive Encyclopaedia '96.£19.99 

Hutchinson's Interactive Encyclopedia '97.£25.99 

Key Home Gourmet.£6.99 

Infopedia UK (Unboxed).£12.99 

Lotus WordPro.£89.99 

Masterclips Premium Image Collection 101,000.£49.99 

Mavis Teaches Typing V4.£25.99 

Mini Office.£21.99 

Ordnance Survey Map of Great Britain.£19.99 

Origins of Mankind.£24.99 

Oxford Interactive Encyclopaedia.£34.99 

Partition Magic V2.£42.99 

Pleasures of Sex.£32.99 

Quicken 5.0.£36.99 

Quicken 5 Deluxe.£55.99 

Quicken Family Lawyer.£23.99 

Redshift 2.£36.99 

Taxcalc '97.£23.99 

Van Gogh: The man, His Life, His Works.£25.99 

World Atlas V6.£12.99 



DORLING KINDERSLEY 


£ £ Kn^KpedtaoT 

iffissf spaces',- 1 

[CTK INAKY » Cfflnivorco 

£19.*’ 



3D Skeleton . £19.99 

Amazing Animals Activity Centre. SLOWEST - CALL 

Ann Hooper's Sex Guide . £26.99 

BMA Family Health Encyclopaedia . £25.99 

Castle Explorer . £19.99 

Childrens Multimedia Dictionary . £19.99 

Chronicle of 20th Century . £23.99 

Encyclopedia of Nature . £21.99 

Encyclopedia of Science 2 . £23.99 

Encyclopedia of Space & Universe. £23.99 

History of the World . £23.99 

I Love Spelling/I Love Maths . each £19.99 

My First Amazing World Explorer . £18.99 

My Rust Incredible Amazing Dictionary . £19.99 

“ Bear's Birthday Party . £19.99 

Photo Gallery Children, Wild Animals, Dinosaurs, Insects 


Stowaway. 

Ultimate Human Body 2. 

. £19.99 

. £23.99 

Virtual Reality Bird/Cat. 

. £19.99 

Virtual Reality Dinosaur Hunter. 

Way Things Work 2. 

. £19.99 

. £23.99 

World Atlas for Windows. 

. £28.99 





101 Dalmations Storybook. 

101 Dalmations Print Studio. 

.£31.99 

.£28.99 

Aladdin Activity Centre. 

.£22.99 

Hunchback of Notre Dame Storybook. 

Lion King Animated Storybook. 

Lion King Activity Centre. 

.£31.99 

.£28.99 

.£30.99 

Mickey & Crew Print Studio. 

.£28.99 

Pocahontas Storybook. 

.£34.99 

Timon & Pumbaas Jungle Games. 

Toy Story Animated Storybook. 

.£31.99 

.£26.99 

Winnie the Pooh. 

.£31.99 



UODERfiUND 



7* __ 

£21.99 £21.99^^ £23.9« 

ArthUTs Birthday.TT..£15.99 

Arthur's Teacher Trouble.£24.99 

Berenstein Bears Get in a Fight.£10.99 

Dr Seuss ABC.£21.99 

Green Eggs & Ham .£24.99 

Gregory & Hot Air Balloon.£16.99 

Harry & The Haunted House.£24.99 

Just Grandma & Me.£24.99 

Kid Pix Studio.£22.99 

Learn the Art of Magic.£24.99 

Little Monster at School.£24.99 

Logical Journey of the Zoombinis.£22.99 

Maths Workshop.£22.99 

New Kid on the Block.£11.99 

Ruffs Bone.£21.99 

Sheila Rae, the Brave.£24.99 

Tortoise and the Hare.£24.99 

EUROPRESS 

FUN SCHOOL 6 - Fairyland, Magicland, Futureland ..£19.99 

PUN SCHOOL 5 - 5-7 m, 6-9 m, 8-11m.. each £18.99 

Fun School Language Labs.each £16.99 

Fun School 4-<5/5-7/7-11yrs.£17.99 

Games Factory.£39.99 

GCSE Maths.£12.99 

Hunchback of Notre Dame.£15.99 

MICROSOFT 


DTP & GRAPHICS 

£34.99^5S L/»>ary 1 

E23 ' 99 ^ imfeR 

1000 FONTS...£14.99 

Adobe Photoshop 3.0....£189.99 

Cup Art Heaven Vol 2 + Book. £21.99 

Corel Gallery. £19.99 

Corel Gallery 2... A .£28.99 

Corel Draw 4 (Unboxed). £. .£26.99 

CorelDRAW 7.£149.99 

Corel Mega Gallery.£44.99 

Corel Printhouse Win 3.1 & Win '95.£23.99 

Key Mega Cup Art 15000.£24.99 

Masterclips 101,000 Image Collection.£53.99 

Master Photos 25,000.£21.99 

DK Photo Gallery Children,Wild Animals, Dinosaurs, 

Insects & Bugs, Flowers, Classic Cars.each £ 8.99 

Turbocad 2D/3D V3.£49.99 

After Dark V4... S ..£16.99 

Beavis & Butthead.£11.99 

Catz/Dogz.£12.99 

Fractal Chaos.£9.99 

Simpsons.£12.99 

Star Trek TNG.£12.99 



Cleansweep '97, 

Dr Solomon's Anti-Virus Windows. 

First Aid '95 for Windows '95. 

First Aid Deluxe for Windows '95. 

First Aid Deluxe for Windows '95 ‘Unboxed* 

Gamerunner 3 . 

Huaak '95. 

Hurricane Ram Doubler . 

Magnaram '97 . 

Norton Antivirus. 

PC-Cilun . 

Uninstaller 4 .. 

Windelete 97 inc Anti-Virus. 

WlNPROBE 4 . 


£31.99 

£94.99 

£26.99 

£39.99 

£24.99 

£36.99 

£19.99 

£39.99 

£30.99 

.£26.99 

£24.99 

£31.99 

£24.99 

£38.99 



Creative Writer .£16.99 

Creative Writer 2.£24.99 

Easybau & Freddie Fish .£31.99 

Explorapedia of Nature .£14.99 

Fine Artist.£18.99 

Fine Artist + Creative Writer Double Pack.£28.99 

How the Leopard got his Spots.£19.99 

Magic Schoolbus • Dinosaurs, Oceans or Earth. EACH £24.99 
Magic Schoolbus ■ Human Body or Solar SystemEACH £24.99 
Ultimate Haunted House .£24.99 


LANGUAGE 

QWBAL LANGUAGE • Learn to :°eak French, 
■id German, Italian orSpanish through listening, 

\ ■BPBm leaking and writing. Three levels on each disk • 
\ Beginner, Intermediate and Advanced 

ONLY £19.99 Each 

Bhutz Think & Talk Range 

French/German/Spanish/Italian or Japanese.Each £52.99 

Eubopibs lANOJMf Lais French, German or Spanish. Give your 

CHILD A HEAD START WITH THESE FUN TO USE PACKAGES.£16.99 

Unouasc Assistant (Transutoi) Easily translates documents 

FROM OR INTO FRENCH, GERMAN, SPANISH OR ITALIAN .EACH £29.99 

MODEMS 



ADI Boo Read & Count 4-5/6-7yrs.£19.99 

ADI Engush& AAaths 11-12/12-13/13-14/14-15. .£19.99 

BBC Animals of Farthingwood. £22.99 

BBC Noddy . £22.99 

BBC Pingu . £20.99 

BBC Wallace & Grommit. £16.99 

Casper's Brainy Book .«*..... £19.99 

Crayola Art Studio (Unboxed).£19.99 

Geo Safari.£21.99 

Iona Range Millie's Math House, Muppets Beginning to Read, 
Muppets Read Listen Learn,Sammy's Science House, Etc,.each £13.99 

Jan Pienkowski's Haunted House.£21.99 

Lost Mind of Dr. Brain.£22.99 

Island of Dr. Brain (3.5*). £9.99 

Madeline Puppet Show Deluxe.£28.99 

Marty & the Trouble with Cheese & Where's Morgan ..£21.99 

Mathcad v6 for Students.£33.99 

Muppets Treasure Island.£24.99 

Oxford Children's Encyclopedia.£39.99 

Pass Your GCSI Maths (or your money back!) v2.,£16.99 

P.A.W.S..£19.99 

Pink Panther Passport.£21.99 

Power to Littui People Cou - Sim Town, Zaark, Widget 

Workshop.£21.99 

Print Artist V3 (sierra).£9.99 

Print Artist V4 (Sierra).£20.99 

Revise GCSE Physics, Biology or Chemistry.each £18.99 

Sim Park/Sim Tunes.£21.99 

Simpson's Cartoon Studio.£23.99 

Studyworks Maths/Science ages 14+.each £23.99 

The Fish Who Could Wish.£21.99 

The Greatest Toyshop on Earth.£19.99 

Toddlers Jump Ahead.£17.99 

Tuneland.£18.99 

Universe According to Virgil Reality.£24.99 

Widget Workshop.£14.99 

Winnie the Witch j.£22.99 


£129. |E| MOTOROLA 3400 

■“^=1 INTERNET SOLUTION 

INGCDIBLE VALUE! CONTAINS: 

28,800 DATA/FAX DESKTOP 
M6DEM, INTERNET PHONE 
SOFTWARE LICENCE, WEB BROWSER 
■ SOFTWARE, eMAL NEWSGROUP 

Internet software, i month free access 

Solution TO COMPUSERVE & KIDS SECURITY 

- 3 SOFTWARE . all for just £129.99 

US Robotics 33,600 Sportster 

Voice/Fax/Data Modem (Int or Ext) ....£169.99 
Creative Labs Internet Blaster 28.8K... £79.99 
Creative Labs Modem Blaster Voice 28.8K£94.99 


DIGIPHONE DELUXE 


. _ nrf - m ~p~i Coll anywhere in the world 
I —*jfor Ip P er minute! Digiphone 
Hallows you to use your PC 
speakers and microphone just 
like a real phone over the 
internet. Comes with 2 licences 
for you and a friend/family 
member. Features: Caller ID, 
caller screening, security encryption, 
adjustable digital sound quality, personal 
phone book, conference calling, speed dial, 
voice messaging, special voice effects, call 
record and playback, mute and Telnet. LaAN 
compatible. Min Spec 486 DX/33, 4MB, 
microphone & speakers, email address. £34.99 



0113 234 0444 

SALES HOTLINES (7 days « week) 

0113 234 0999 

TECHNICAL SUPPORT (Mon - s.t) 

0113 234 0666 

CUSTOMER SERVICES (M.n - fh) 

email: GameplayUK@AOL.com 


CH Flightstick Pro Joystick + shareware Heretic... £49.99| 

CH Throttle Pro.£94.991 

CH F-16 Fighter Stick.£94.99 

CH Virtual Pilot Pro.£77.99 

CH Pro Pedal.£77.99 

CH Game Card.£25.99 

Gravis Grip 4 Way Adaptor & 2 Pads.£69.99 

Gravis Analogue Pro Joystick.£24.99 

Gravis Gamepad.£14.99 

Gravis Gamepad “Pro**.£27.99 

Interacr 3D Program Pad.£23.99 

Interact Powerpad Pro.£18.99 

Logic 3 Speedmouse Mini Blue, Green or Red.£11.99 

Phantom 2 Pro Joypad - 6 individually switchable buttons with 

turbo and auto-rre. 4-button and 6-button modes.£16.99 

Saitek Acemaster 18-4 Microswttched Fire Buttons with Turbo Fk. 

Hat Switch, Sperate Throtiie Lever, Protein Rubber- Effect Handle.£28.99 

Saitek Megagrip 8 Joystick. &. ...£14.99 

Super Warrior 5 QS201 Joyshck(Anaiogue, Auto-Rbe.i 5 Pin) £14.99 

Joystick Sputter Cable -Run 2 Joysikxs/Pads from one port.£8.99 

Phase 9 Feather Mouse - Win '95 Plug n Play, Dynamic 
Resolution from 60 - 3200DPI, comfortable shape.£17.99 


CD ROM DRIVES 

GOLDSTAR EIGHT SPEED — £89.99 . 
HITACHI EIGHT SPEED...X79.99 

AZTECH TEN SPEED - £99.99 

HCAU. FOt DETAILS ON TWELVE SPUD CD ROM OtfflES"" 

AASOIINDCARDS 

SOUNDBLASTER SB16 PLUG V PLAY 3D STEREO 
Enhancement, 20 voice OPL3 FM music synthesizer, 

TREBLE, BASS, INPUT/OUTPUT GAIN, ANALOGUE JOYSTICK PORT, 

4W AMPURER, CD ROM INTERFACE.£74.99 

SOUNDBLASTER SB32 PLUG 'n' PlAY - AS ABOVE PLUS 32 
VOICE PLAYBACK, 16 CHANNELS, 128 INSTRUMENTS, 6 DRUM 
KITS, 512K RAM, 10 CHANNEL STEREO MIXER.£99.99 


CREATIVE 


Saitek Megapad XII MX631M 
PC Format Award Winner. 
6-button, digital to analogue 

TEOINOLOGY, TURBO AND AUTO-FIRE 

_£14.99 


Alfa Mn Autq-$witc;h & % Player Adaptor 

A 5PUTTER CABLE WITH A DEFERENCE! 

Compatible with Win '95 and DOS and 
■I mi jOYsnas/PADs, the Alfa Tvwn allows 2 

£ £15.99"^ DEVICES TO BE CONNECTED TO ONE JOYSTICK 

— - ^PORT.CANKDMSY-CHAINEDTOALiOWUPTO 

4 simultaneous devices. 7ft long lead. 




SOUNDBLASTER AWE 64 PLUG V PLAY - EVERYTHING 
as per SB32 PLUS Creative Webphone software, 
microphone, Internet Explorer, speech recognition 
SOFTWARE FOR UP TO 30,000 COMMANDS(I) AND MANY 
OTHER PIECES OF SOFTWARE.£154.99 

ASPEAKERS 



THRV$T/iftAgTiB PROPtfffl 

Thrustmaster T2 Steering Assembly 

Comes with Steering Wheel. Gearstick, Pedals & Programm¬ 
able Buttons. RRP £14$.99 OUR PRICE £109.99 
Special Offer - Buy a T2 STEERING WHEEL & aet 
MICROPROSE GRAND PRIX 2 for just £24.99. 

NEW Thrustmaster GP1 Steering Wheel 
Programmable Buttons on wheel for use as gears & 
accelerator/brake. RRP £129.99 OUR PRICE £84.99 
Maximise performance & responsiveness with a 
Thrustmaster ACM Game Card.£27.99 





F-16 FLCS Joystick- Features Four 4-way hats, 

3 Buttons, Dual Stage Trigger & Paddle Switch. £109.99 

F-16 TQS Throttle - True Repuca of F-16 Throttle Quad-rant 
System. Features Targeting Cursor Control, Two Dials, 

Two 3 -position switches & 4-way radio switch. £109.99 

RCS Rudder Control. £109.99 

Thrustmaster Mk2 Weapons Control. £89.99 

Thrustmaster Phazer Pad. £25.99 

Top Gun Official Joystick - 4 Way Hat 
Switch, Weighted Base, 3 Beveled 
Buttons, Quick Action Trigger and 
Thrustmaster quauty and durability! All 

for only. £29.99 

Top Gun Joystick + Top Gun game 
(by Microprose). £38.99 

UNUKE MANY OF OUR COMPETITORS, WE ONLY SELL GENUINE UK 
SUPPORTED THRUSTMASTER PRODUCTS, NOT UNSUPPORTED US 
IMPORTS. WE OFFER FULL TECHNICAL BACK-UP AND HAVE A READILY 
AVAILABLE SUPPLY OF SPARE PARTS. 



MAD CATZ 
STEERING WHEEL 

COMES COMPLETE WITH GEARSTICK AND FOOT 
PEDALS (ALSO HAS BUTTONS ON THE STEERING WHEEL 
WHICH CAN BE PROGRAMMED AS GEARSHIFT OR 

brake/accelerator functions). Suitable for use 

WITH ALMOST ALL DRIVING GAMES, EG GRAND PRIX 

2, Indycar 2, Screamer, Destruction Derby, 
Wipeout, Need for Speed, etc 

PLUGS INTO ALL 

STANDARD JOYPAD PORTS - NO SPECIAL HARDWARE REQUIRED 


BUY A MAD CATZ 
STEERING WHEEL 
AND GET £3 OFF ANY 
DRIVING GAME 



ZYDEC ZY-FI SPEAKERS 

/ Volume Control / Bass & Treble Control 
/ Active/Passive / Crystal Clear Clarity 
✓ Highly Recommended 

Compact Speakers (8w, 18w peak). £12.99 

Standard Speakers (1 2w, 64w peak). £31.99 

Pro Speakers (36w, 120w peak). £46.99 

Saitek Acoustic Art Speakers -1 6w peak output, volume, 
BASS, TREBLE. REQUIRES BATTERIES. £17.99 


PRINTERS 



Canon BJC70 Colour Bubb^jet- 360 x 360 dr, up to 

3.3ppm Mono, 1 .5ppm Colour , 20 TrueType fonts. Wn '95 

COMPATIBLE. 30 SHET FEDER .JE189.99 

Canon BJC4200 Colour Bubsejet - 4.5ppm, 

720x360 dr, 80 column, 20 TrueType scalable 

FONTS, 6 BTIMAPPED TYPBt*CE5v 100 SHET FED®.£249.99 

Epson Stylus 400 Colour Inkjet-720 dr, Win'95 

comrjant, Photo-real colour.JE214.99 

Epson Stylus 600 Colour Inkjet - 720x720 dr, Am 
Mono, 2em Colour, 5 x LQ & 4 x scalable fonts£269.99 

HP DeskJet 340C Colour Inkjet .Jtl 79.99 

HP DeskJet 400C Colour Inkjet.£154.99 


HP DeskJet 690C Colour Inkjet. .. 


..£239.99 


VIAU0 ROCK INK CNDMI & IMM - PHAM AMI 

Replacement CD Jewel Cases 

Each.£1.99 

Per 5.£5.99 

Per 10.£9.99 



U wmmmmm FI SIM STEERING 
WHEEL 

/ ^ Hand-stitched replica FI 

10" steering wheel, self- 
centring and torque 
action. LED gear change 
indicator. Gear change functions on 
steering column, 2 programmable 
buttons. Steel pedals. £219.99 



' m of inexpensive packoges aligned 1o the 
solely through game-based activities 
i ond interest them. 10/10is the UK's 



Cut out this order form and post to : 

EPLAY, UNIT 3, TAVERNERS WALK, 
SHEEPSCAR GROVE, LEEDS LS71 AH 


Item Description 


Format Price 


Name:.Customer No: . 


Address:. 


Postcode:. 
Tel:. 


Qir'ki ati idc. Postage is FSII for all orders shipped within the U.K. DC p 

.. OIOINA 1 UKt . Overseas postage - £2.50 per software item. Optional NEXT 

DAY DELIVERY available from £4.00. Please orde*-^—. . 
FAX:. before 3pm to ensure immediate despatch. I w I ML 


Cheques payable to ’Gameplay 1 . 


CashD ChequeD Postal Order □ CardD m PjjjjD fi[ 

Card No. □□□□□□□□□□□□□□□□□□ Extoy Date □□/&□ Issue No. □□ 
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Everything you 

wanted to know about 


Championship Manager 2, 

but were too afraid to ask... 


In the first of a new series we tell you 
how to succeed in various fields of 
PC-based human endeavour. Patrick 
McCarthy reveals the secrets of 
success in the world's finest 
football management sim. 

© OU COULD WITTER ON AND ON ABOUT 
the subtleties of Championship Manager 2 
for an entire issue, but as we've only got a 
couple of pages we'll get straight into it. 

Formation 

There's no 'correct' formation in CM2, and no guaranteed tactic 
that will ensure you sweep all before you, which is one of the 
good things about the game - you select your tactics and 
playing style to suit your players. Some people recommend 
certain tactics and formations against certain computer form¬ 
ations which is fine, except the success percentages they quote 
are no better than we usually achieve playing 5-3-2 variations - 
but that's because we get players who'll fit the system. For this 
piece, we started a game using the "Zola&co" update and the 
national manager cheat: four and a half seasons in, we've won 
the World Cup and European Championship with England, and 
two Premierships, the UEFA Cup, the European Cup, World Club 
Cup and European Super Cup with Spurs. 

Tactics 

When it comes to playing styles, you have to throw your foot¬ 
balling principles out the window. Forget "Passing" style, it 
doesn't work properly. The Collyer brothers themselves have 
admitted it's a waste of time, and have promised to fix it in the 
next version. For now, play "Direct Ball" and be done with it. 


Tactics should take account of your players' abilities. There's 
no point having a wing-back going on lengthy runs up the wing 
for 90 minutes if they have a pace rating of 5 and stamina of 
8. They need good (14+) pace and stamina - and intelligence, 
otherwise they'll be caught out of position upfield when they 
should be defending. If you want them to do something 
constructive when they get there, of course, good passing, 
creativity and shooting would also be nice - and usually 
very expensive. But settle for passing. Think logically about 
the qualities needed in each position, and if you can't afford 
all of them, go for the bare essentials: heading and tackling 
for central defenders, passing and creativity for midfielders, 
heading and shooting for attackers, and so on. Anything 
extra is a bonus at lower levels. 

Buying players 

Buying players is one of the most rewarding parts of the game. 
Most people spend days and days trawling through the transfer 
markets and player lists and nothing is more pleasurable than 
discovering an unknown and seeing them turn into a star in 
your team. Be patient and check each player according to what 
your requirements are. Use the "Skills" search facility to whittle 
players down. Search the free transfers and schoolboy players 
if you're in a lower division - older players on free transfers 
from higher division clubs can still do the business for you for 
a season or so - but try to get them on short-term contracts, 
so you can dump them for nothing when they're clapped out. 
Promising youngsters should be signed on long-term, if possible 
(there's a way round the "Big Club Release Clause" if you want 
to cheat). And getting a good goalkeeper is essential. Never 
mind his ratings - check his stats and the number of goals his 
team has conceded and take it from there. It's sometimes worth 
checking out the reserve goalkeepers signed by big clubs. 

Remember to allow all new signings time to "blend" with 
the team, and be patient. Remember that choice of captain is 


Red-hot buys 

Many of the Websites have lists of players that go into 
three figures, but not all of them are guaranteed to 
perform every time because of the randomising HEX 
value built into many ratings. And some of them, like 
Ronaldo and Patrick Kluivert, are obvious if you have the 
money and can persuade them to join. But here are a 
few who should do the business for you fairly regularly: 

IF YOU'RE COMFORTABLY OFF 

Santiago Canizares (GK - Real Madrid) 

Richard Wright (GK - Ipswich) 

Sol Campbell (Spurs) 

Michael Duberry (Chelsea - if you're quick and 
he'll come) 

Carsten Nerlinger (Karlsruher - goalscoring sweeper) 
Hans-Peter Goldbaek (German sweeper/midfielder) 
Marcelo Otero (Vicenza - Uruguayan goalscoring 
midfielder) 


Robert Prosinecki (Barcelona - usually keen to leave) 
Neil Lennon (Everyone's favourite superstar) 
Vladimir Sharan (Ukraine - fine midfielder) 

Goran Vucevic (Croatia - if he shows up) 

Ivica Mornar (Croatia - again, if he shows up) 
Goran Vlaovic (Croatian goalscoring phenomenon) 
Rodrigo Barrera (Univ. Catolica, Chile - goalscoring 
forward) 

Julen Guerrero (Athletic Bilbao - another 
goalscoring forward) 

Viktor Leonenko (Dinamo Kiev's goal and assist 
machine) 

IF YOU'RE SKINT 

Jimmi Nielsen (Top GK, Denmark, usually appears 
as a Free Transfer after a couple of years) 

Peter Smith (Brighton - as a sweeper or wing-back) 
Danny Murphy (Crewe - the poor man's Neil Lennon) 
David Connolly (Millwall) 

Robert Taylor (Brentford - a goal machine) 



Where were you in the glorious 
summer of 1998, when England won 
the World Cup? 



Your first European Cup win is always 
a proud moment. 



So Beckham got two goals in the 1998 
World Cup Final and two in the 2000 
European Championships Final. That 
doesn't mean you have to abandon your 
principles and buy a Man Utd player. 


Tottenham 



The formation that's swept all before 
it. Alright, so the players help. 



The plucky Dutch underdqgs didn't 
stand a chance. Off-Uason friendlies 
are good for blending your team. 
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General tips 

Avoid wasting time when buying foreigners by 
only targetting "Interested Foreign Based". 

• Use team names or nationalities in "Searching 
All Players" option. 

• If one of your players becomes "wanted", check 
the dub(s) concerned to see if they've got anyone 
worth exchanging for. If so, put a bid in and click 
"Exchange". Use "Excluding Unavailable", and if 
they're foreign, "Interested Foreign Based" to 
save yourself some time. 

• Always bear in mind that players from smaller 
South American clubs and Eastern Europe tend to 
have higher skill ratings and are usually cheaper. 
Don't worry about having too many different 
nationalities: my Spurs squad has four Brazilians 
and Germans, three Englishmen and Italians, two 
Croatians, Dutchmen, French, Ukrainians and 
Spanish, and one Portugese, Georgian, Romanian, 
Chilean and Argentinian. And Neil Lennon. And 
they all get on very well. 

Take advantage of any weaknesses in the 
opponent's side, or any match events. If they 
have a defender sent off, put someone where he 
used to be, and have another running there; if 
they have a slow defender, put your quickest 
attacker against him; and so on. 

• Don't play people who aren't fit if you can 
avoid it. Unfit is less than 90 per cent; less than 
85 per cent means they're more likely to play 
poorly and be injured. 


Cheat! Cheat! Cheat! 

If you're the kind of person who'd cheat at CM2, 
there's no hope for you. Personally, we frown on 
cheating in any form in CM2. But The People Must 
Be Told, so here goes... 

1. BUY BIG STARS FOR NOTHING 

When you bid for a player you want to transfer to 
your club, and who's keen to come, bid a ludicrous 
amount. It doesn't matter if you haven't even got 
that much money - just bid so much that it's accepted 
immediately. Once it's accepted, Adjust Offer down 
to Free (or whatever your slimy conscience allows) 
and click on "Cancel" - NOT "Make Offer". The 
transfer will go through at that price. 

2. PUT A STOP TO BIG CLUB RELEASE 
CLAUSE 

Put any of your players who have a big club 
release clause and want to leave up for loan. 

When a big club approaches them, refuse the loan. 
They'll be trapped in your footballing backwater. 

3. GET HOT YOUNG PLAYERS BEFORE 
ANYONE ELSE 

Before the end-of-season save, shortlist all the 
old, ex-stars who are likely to retire. When the 
new season starts, the retired ones will be 
replaced by young hotshots. 

4. SWAP UNWANTED SLOBS FOR 
STARS 

Put your transfer-listed players on huge values as 
soon as they become wanted. Use the exchange pro¬ 
cedures we've given you and swap them with the 
clubs concerned for much better players. Hopefully. 



Another picture trying to convince you 
we know what we're talking about. 



Tottenham 


How many times do you need to be 
told? Buy Neil Lennon. 




Another shiny trinket for our already 
overcrowded trophy cabinet. 
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Career Of Osvaldo Blanchflower 
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It's amazing what you can do with a 
paint package, isn't it? 



George Graham didn't get the Brazil 
job, then... 


very important, so make sure he's got at least the joint highest 
influence rating and isn't too young. Player morale is also very 
important. If a player is unhappy for some reason (he feels his 
asking price is too high for example) his form will deteriorate 
and this will affect the rest of the team, so make an effort to 
keep your squad relatively happy, especially the captain. Finally, 
don't change your formation too much once you've found 
something that suits your team. 0 


Pick the team for big games 

Check out big-game players by comparing their 
European and International performances with the 
regular club stats - or noting their performance in 
cup games if you're using a lower league club. 


Blender 

When you sign a new player, give him time to fit 
into the side. Every team has a random number 
allocated to it - its "blend" number - it's not a 
rating. When a player joins, their "blend" number 
will be that of their previous team. The further it is 
numerically from your team, the longer he'll take 
to fit in. But your team also has a blend rating, 
which determines how quickly a new player will fit 
into the playing style. Until they fit in, they can be 
below par, or even completely shite. This is 
infuriating if you've spent most of your budget on 
someone, but stick with it. Sometimes they fit in 
quickly - but it's not unknown for someone to be 
crap for a whole season. To help them fit in, play 
them in summer friendlies. During a season, bring 
them on as a substitute a number of times. Once 
their ratings rise, you can start them. 


CM2 Websites 

There are a lot of dedicated people out there, 
selflessly devoting their lives to making CM2 
more up to date, more transparent, and yes, 
even more easy to cheat at. There's Boah's 
famous game editor that lets you change player 
and team ratings. There's another that lets you 
work on saved games and others that change 
team, stadium and manager ratings. There's one 
that lets you use European clubs. There's a 
Windows 95 trader that lets you keep things 
up to date, moving players between clubs and 
allocating money where necessary. One bloke, 
Miles, uses Boah's editor to produce a regular 
player update. Be aware, though, that if you use 
any of these and cock up your game, you've no 
one to blame but yourself. Start a completely 
new game with them, instead... 

Two sites where you can get most stuff are: 

http://dialspace.dial.pipex.com/miles/ 

Miles' site has updates for English, Dutch and 
Italian games, as well as most of the editors and 
links to other CM2 sites. 

http://www.geocities.eom/SiliconValley/Park/6431/c 

m.html 

Daniel Gothe's site is the home of the original 
Windows 95 CM2 Trader and has links to other 
editors and team rosters. 
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* most serf" 8 - 

SUp 6 ^ 006 \S - 


£ 2.50 

May/Jun« '97 


.9 771364 972005 


SAFFRON • CHARLES FORTE • DENNIS RODMAN * COLLAPSED LUNG 


Not suitable for children 


INTGR ACTIVE 
ENTERTAINMENT 
FOR BLOKES 


Casinos, the dogs, the 
Internet - we find the 
best place to gamble 


Virtual totty 


Think ya hard? 


S spectacular 

Net vote 

How you can influence 
the General Election 


Reviewed: 

All the best Net sites, 
games and multimedia 
































Command & Conquer: 
Red Alert Mission Guide 


Last month Warren 
Chrismas led you through 
the Allied missions of C&C: 
Red Alert. This time round 
he's taking on the Soviet 
missions (disc two). 
Nothing if not predictable. 






05 

OBJECTIVE: Capture the radar dome and destroy all 
Allied forces 

Yeah, yeah, we're starting with the fifth mission. If you can't 
get this far then frankly you’re probably beyond help. Okay, 
quite a toughie this. Taking over the radar dome with an 
engineer is relatively easy (remember you must destroy at 
least 75 per cent of a building before you can capture it), 
but clearing every last enemy unit on Khalkis Island can be 
very time-consuming. 

Whatever, deploy your MCV immediately and construct all 
the usual basic buildings (power plan, ore refinery, barracks 
and war factory), plus a radar dome. Build-up plenty of heavy 
tanks and V2 rocket launchers, at least six Yaks and two or 
three engineers, as well as a second ore truck. 

Ore to the south is limited, so you'll need to head north, 
clearing the way with tanks. Destroy the Allied ore truck as 
soon as possible - depriving the enemy of cash is vital and, 
with this mission in particular, you need all the ore you can 
get. Continue round to the east and, from a safe distance, 
destroy the turrets with some V2s. 

Enter the base with a few tanks and engineers and 
capture the enemy radar dome in the middle. Watch out 
for a 'surprise' visit from an APC via the road to the north - 
it's filled with engineers desperate to recapture the dome! 

In case of emergency, just sell it! 

Okay, things get tricky now. Defend the coastline with 
several V2s and, if you're careful not to shoot the barrels, 
you may be able to capture the Allied construction yard, 
the refinery and possibly even the sub pen. Problem is, the 
naval fleet surrounding the base will probably be very strong. 
You'll probably be better off concentrating on the island for 
a while. That is, revealing terrain with the spy plane and 
attacking enemy refinery (or refineries) with your Yaks. 

If you've acted quick enough, you should be able to stop 


the south and, later, attacks from the sea 
to the north. It's fairly easy to consolidate 
your position, so concentrate on building 
up a large force of heavy tanks and V2 
rocket launchers (the latter are useful 
for taking out enemy ships), as well as 
half a dozen Yaks. 

If you've used your spy plane 
effectively you should have exposed the 
enemy base which is on the main road in 
the centre of the map. Send Yaks into the 
base and destroy the Allied refinery as soon 
as possible. Repair the Yaks regularly and 
take out what you can. Send at least ten tanks ^ 


You're stuck but don't know 
what level you're on? Hit the 
Escape key during a mission 
and you'll see a small number 
in the bottom-right corner 
of the screen which looks 
something like this: SCGxxEy 
(for Allied missions) or 
SCUxxEy (for Soviet missions), 
xx is the mission number; y is 
either A, B or C, depending on 
which level you've chosen. 
Mote: To save space we've 
assumed that where given 
a choice (missions 7 and 11, 
for example), you've gone 
for option A - that's the top 
arrow on the map. If you 
chose another option, the 
objectives of the mission 
and solution will be much 
the same, but the map will 
be different. Alright? 


the Allied forces getting a foothold 
on the island and you can just pick off 
enemy units with your Yaks. Left it too 
late? Then you'll need a naval yard plus 
several transporters and submarines to 
get your units across. Oh, and a lot of 
patience. The south-west corner is a good 
landing position but watch out for enemy 
landings in the same location. 


06 

OBJECTIVE: Get cargo trucks to the 
east island intact 

Simple one this. Move your MCV west 
immediately, along with the trucks (which 
must be protected at all costs) and the 
APCs (which are filled with useful infantry 
and engineers). Fight off the initial attack 
with what's left. Now set up base to the west, somewhere 
near the ore fields, constructing all the usual buildings (you 
will probably find a service depot useful in this mission) and 
an extra ore truck (there's plenty of ore around). Repair the 
construction yard if it took any damage. 

It's not necessary to defend your base as such, but you'll 
need to watch out for minor tank and infantry attacks from 
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out to reveal all of the coastline. Use the spy plane to check 
out the enemy base (in the north-west) and the enemy's 
main ore field (in the north-east). Drop paratroopers behind 
enemy lines to cause a little chaos and to expose more Allied 
territory. There’s a small base just to the north of your start 
position. Destroy it or take it over - it doesn't really matter. 

Now concentrate on building up a decent force comprising 
heavy tanks and V2 rocket launchers (keep these in small 
defensive groups), plus at least six Yaks. Watch for naval 
attacks, particularly along the south coast. You’ll need to 
build a few extra subs to keep things under control, although 
you can also use your Yaks quite effectively. Destroy enemy 
mine layers as soon as you can (they can cause big losses 
later). Civilians cohort with the Allies, so clear them out too. 

To wipe out the Allies, group all of your forces together 
(you will need at least 15 tanks) and charge in from one 
direction, concentrating your fire on one target at a time and 
running over enemy troops with your tanks. There'll probably 
still be some enemy boats around so, with eight or so subs, 
circle the island and pick them off one by one. It's not a 
quick or elegant method but it works! 

09 

OBJECTIVE: Destroy the cargo truck before the Allies 
leave the area with it 

Now this is fun. What you're supposed to do, presumably, is 
dick about for an hour or so, taking control of the map before 
flushing out the truck and destroying it. There is however a 
rather good way to cheat at this level. 

Destroy all the enemy occupying your base and repair 
all the buildings. Send the harvester south as there are ore 
deposits close by (build a couple more harvesters when you 
have the time and money). Construct an advanced power 
plant and train a couple of engineers as soon as possible. 

Now, as fast as you can, take the engineers and two or 
three tanks to the west coast. 


in and you should have no 
problem mopping up. 

There'll be at least four 
tanks defending the bridge 
which leads to the east 
island. If you can, draw them 
out before pummelling them, 
and then send across the 
cargo trucks, guarded by tanks, 
to complete the level. There’s a 
good chance, however, that the 
bridge will be become impassable. No 
problem - just build a sub pen and clear the 
sea with submarines. Now load all your tanks into transports 
and send them across, followed by the cargo trucks. Easy. 


07 

OBJECTIVE: Deactivate the four coolant stations with 
engineers within 30 minutes 

Indoor mission! Hurrah! First things first, hit Escape and slow 
down the game. Moving quickly, guide the infantry down the 
east corridor, move across to the west and shoot the barrels. 
Move out south and follow the red line all the way west, 
passing by the guarded room. Shoot the barrels to free the 
(friendly) guard dogs. 

Head west using the south passage and shoot the barrels. 
Send at least six dogs west and follow the enemy through 
the crates (watch out for the explosion). Kill him before he 
gets to the top, move up to free the hostages and send them 
all back south. 

Send dogs/troops en masse to clear the guarded room you 
passed earlier (shoot the barrels in the room before you move 
in). Send engineers to the four control centres in the north 
(they're in pairs either side of the main room). When these 
are deactivated turrets mysteriously appear to wipe out Tanya 
and her chums guarding the large control centre. De-activate 
this to finish the mission. 


08 

OBJECTIVE: Destroy all Allied units on and around the 
island. Oh, and the locals 

Bit of an epic mission this. Build a barracks as soon as 
possible as this forces the enemy to retreat. Now construct 
an ore refinery and a war factory (and then all the usual 
stuff). Scout around a little and you’ll find several entry 
points to your base. For now you should guard all these as 
best you can with a splattering of heavy tanks and infantry, 
but you'll soon discover exactly which routes the enemy 
likes to attack from. 

Ore is in very short supply in the area around the base 
so you need to take command of the region to the west. 

Five heavy tanks will probably suffice, but expect to make 
runs back to the service depot for repairs. Use three trucks 
to speed up the ore collecting. 

You need to get a big picture of the island so send a sub 
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Move up a little and you'll find a small undefended 
base with big potential for the opposition. Capture 
the construction yard and barracks (you can destroy 
anything else) and start knocking out ’bonus' Allied 
troops such as rocket infantry, a medic and, in 
particular, a spy This second base will come under 
attack eventually. When it does, just sell it and send 
all the units back to your main base. 

While you're doing the above, keep a close eye on 
your original base. You can expect helicopters to attack 
your tesla coil, an APC to come in from the north (it's 
filled with engineers, so watch out), and a landing on 
the south-west coastline. 

Build tanks to defend your territory, as well as a 
handful of Yaks. Scout around directly to the north and 
you'll find a fairly small enemy base guarded by tanks 
on a bridge. Don't worry about destroying it, just uncover 
the whole area with a spy and spy plane. You can only 
expose an area just to the west of this base temporarily, 
as it's protected by two gap generators. The cargo truck is 
next to the generator on the right in a small guarded pen. 

The trick here is to send in a spy plane to uncover the 
truck and then, in the split-second before the map goes 
black again, target the truck with your Yaks. If you have 
at least four Yaks they'll have no trouble getting past 
anti-aircraft fire to destroy the truck before it makes a 
dash for safety. Sorted. 


10 

OBJECTIVE: Protect the Soviet convoy moving through 
Allied occupied territory 

This one's pretty easy. The convoy of trucks follow the closest 
truck, so leave that one where it is for now, moving the other 
three west. Use the spy plane to uncover the terrain ahead, 
attack each enemy unit or installation using focused fire (ie 
pick a target and get everything to attack it simultaneously) 
and then move on. 

Kill rocket infantry by running them over (watch out for 
some hidden behind trees). Other infantry (and the ships) 
can be cleared with the aircraft once you've destroyed nearby 
AA guns with the tanks. Shoot all the barrels as you go and 
watch out for the power-up hidden beneath one of the oil 
wells. Collect this with a group of tanks and they all return 
to full strength. You're given a little cash so if you lose any 



aircraft, simply replace them with MIGs. 

As you head west reinforcements arrive in the form of 
engineers. You can attempt to take over the base half-way 
along (it could be useful for repairs), but it's not really 
necessary. Keep heading west, carefully clearing everything in 
your way and, once you're through, send the convoy across. ► 
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OBJECTIVE: Destroy the Allied naval fleet and base 

After the variation - and comparative ease - of the last 
couple of missions, you should find this one a more familiar 
scrap. And a pretty darn tough one at that. It's very difficult 
to give specific advice but here, in no particular order, are 
some useful pointers. 

• It's a very confusing map, so scout around as much as 
you can early on. Use the transporter to expose coastlines. 
The Allied naval yard is in the north-east corner. Uncover it, 
drop some paratroopers just behind and it’s history. 

• Ships will attack from the east and the west (seemingly 
appearing from nowhere) and transports will attempt to land 
across the north of the island, but don't get too carried away 
building submarines to defend. Tanks and V2s should be able 


to cope with beach landings, while 
six or so subs in each southern 
corner will see off naval attacks. 

This said, expect some heavy losses 
when you attack the ships guarding 
the north of the map. 

• You need a lot of cash for this 
mission and while there's a lot of 
ore on the main island, the isle to 
the east contains even more. Try to 
take control of this as soon as you 
can (it’s guarded by tanks), but make 
sure you destroy the nearby cruiser 
first as it will attempt to blow up the adjoining bridge! 

• The only landing position is opposite your island to the 
north. It’s not especially well guarded but it's littered with 
mines. Clear these by firing randomly with helicopters (hold 
Ctrl and click to force fire), but watch out for the 
pesky rocket infantry. Obviously you're going to 
have to land plenty of heavy tanks and V2s via 
transports, but don't forget your air-power. In 
taking out tanks and turrets, a dozen or so MIGs 
can make the big push into the main base a lot, lot 
easier (concentrate fire on AA guns first though!). 
Everything has to be destroyed for the mission to 
end, so watch out for the camouflaged pillboxes. 


12 

OBJECTIVE: Capture the tech centres. 'Use 
extreme caution!' 

Straight into the action here as you're dumped next 
to an enemy base. Retreat the V2 north to a safe 
distance from where it should target the turrets. 
With the tanks, run over as many enemy infantry as 
possible, while attacking the enemy armour. Keep 
the MCV north until you have destroyed all units. 

Deploy the MCV just south of where the enemy's 
laid, so you're closer to the ore. Money's tight, so 
build a power station and barracks, but before 
training infantry make sure you have enough left 
for a refinery. If you have any infantry left, don’t 
go exploring just yet - you could provoke attack. 
The build-up from this point is fairly slow, so 
help things along a bit with at least one extra ore truck. 

Build a kennel and a couple of guard dogs and then knock 
out as many tanks as you can. Meanwhile watch out for a 
troop-carrying helicopter and thief heading for your base, a 
mine layer in the ore field just to the east and tank/infantry 
attacks from the south. 

When your position is consolidated (ie you’re defending 
comfortably and building a decent force of tanks and V2s), 
scout around and go on the offensive. Capture the base in 
the south-west. Take the Allied tech centre and you'll get a 
GPS which exposes the whole map. Now aim to capture the 
base in the south-east and build a sub pen. Load everything 
you have into transports and attack the island from the 
south. Finally, remember to capture - not destroy! - the 
three tech centres. 
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13 

OBJECTIVE: Destroy all enemy units 

Uh-oh - bug alert. According to the game's mission 
objectives, you're supposed to destroy all the radar domes 
and then capture the Chronosphere in the south-west corner. 
However, we've yet to find anyone who has completed the 
mission this way. Do as it says and you'll get a "Mission 
failed" message. Whatever you do, don't go seeking out 
the Chronosphere, even with a spy plane, as the Allies panic 
and destroy it. If they do, it's mission over. Indeed, this is 
the only Allied building or unit you must leave standing in 
order to complete the mission (yes, you even have to find the 
camouflaged pillboxes). Don't go destroying bridges either - 
it can make navigation around the map very tricky later on. 

The beginning of the mission is quite tough as you'll face 
beach landings to the north (protect here with tesla coils) 
and an onslaught from the south. The south is where the 
main base is, incidentally, and you should attack this first 
(the nearby ore trucks are easy to get). You'll find minor 
bases positioned along the edge of map to the west. All 
are covered by gap generators, making assaults extremely 
hazardous. A sizeable force of heavy tanks, V2s and 
mammoth tanks will win you through. 

Build plenty of MIGs (we used ten), as they're very 
effective at hit and run operations, particularly on ships. 

The bulk of the Allied naval fleet is best taken out with 
subs. You'll need two sub pens, to the north and south of 
your base. To build on the coast you may need to form a 
link from your base. Use something cheap, such as kennels 
or silos, and sell them when the pens have been built. You 
have the Iron Curtain technology for the first time (which 
makes units temporarily invulnerable), so use it! 

14 

OBJECTIVE: Destroy all enemy 

All this way and you've finally hit the shores of East Anglia! 
There's no reason to get stuck on this level - if you've come 
this far, you should know all the tricks in the book. 

Getting a decent grounding is, however, extremely 
difficult. You're under assault straightaway, so build up 
a base as soon as possible, including naval defences, tesla 
coils and three harvesters (you'll need lots of dosh). Watch 
out for landings from the south and south-east (block their 


path with tanks and mines), tank attacks from the north and 
east and heavy naval assaults. Oh, and helicopter attacks too! 
Make sure that you protect your mammoth tanks at all cost - 
until you've got time to build SAM sites, this is your only 
means of air defence. 

For your first sortie, aim to build-up a large group of 
tanks and head north from the base, across the bridge, 
concentrating fire on specific targets such as the turrets. 

Get in and destroy the power plants. Now work on taking 
control of the western side of the island. 

The enemy onslaught does slow down eventually, giving 
you plenty of time with which to build up a huge army. 

Again, use a combined force of tanks, MIGs and the 
invulnerability option to the full. 

For the final onslaught, load everything you have (and 
you should have a lot by this point) into transports and 
head north via the east channel, landing on the beaches. 

This is Great Yarmouth, presumably. Moving across to the 
west, take out the power plants first and clear up every 
Allied unit and building from there. You think you've 
finished, right? Well, actually you have. Time to buy the 
Counter Strike mission disc... 0 
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Welcome to the PC Zone 
Recommended section. Here 
you'll find the cream of the 
games we've painstakingly 
reviewed and picked out 
over the years, plus those 
we feel should go down 
in PC gaming history as 

© all-time Classics. 

WELCOME TO THE PC ZONE 
Recommends section. It's here 
that you'll find, what are, in our 
opinion, the very best games ever 
released for the PC. 

In an effort to keep it simple, we've spilt it up into 
genres: Action games, Sports simulations, Adventure 
games, Flight simulations, Driving games, Role-Playing 
Games and Strategy games. 

The top ten games of each genre are then listed, with 
a brief summary of the game, review score, publisher 
and contact number. Most of the games listed here were 
awarded PC Zone Classic status (90 per cent and above), 
and some managed a PC Zone Recommended award (80 
per cent and above) at the time that they 
were reviewed. To achieve the highest 
accolade, a game must not only be 
very playable, entertaining and offer 
long-term appeal, but it must also be 
original and/or offer something new 
and worthwhile to the genre. To this 
end, we've included some sequels, which 
although scored lower than the original title, are deemed 
better games (they didn't get a higher score 'cos it had 
already been done and therefore they weren't exactly 
bursting with originality - okay?), so this guide isn't a 
list of the highest scoring games ever reviewed by PC 
Zone, but a guide to the best games now available. 

When you're reading the reviews in the rest of the 
magazine, please remember to bear this section in 
mind. The highest scoring game is supposed to represent 
a benchmark in a particular genre, and we will always 
be comparing new games with this, in accordance 
with the above criteria. As a result, you will 
see games dropping out of this section 
as new and better titles are released, 
so keep your eyes peeled for new 
entries in each of the genres. 

Jeremy Wells, Editor 







QUAKE (96) 

The seminal 3D shoot 'em up and quite 
possibly the most important PC game ever 
released. Very atmospheric when played 
as a one-player game and untouchable 
when played over a network. Definitely 
'pour homines'! 

Publisher: 

GT Interactive (0171 258 3791) 



TOMB RAIDER (94) 

The first game to take the Alone In The 
Dark principles and apply them in a new, 
in-yer-face way. The play area is vast, 
the puzzles are clever and it's eminently 
playable. If you have a 3Dfx card, you're 
in for a treat. 

Publisher: 

Core/EIDOS (0181 780 2222) 
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DARK FORCES (95) 

Although not as technically impressive as 
Quake, Dark Forces is still held up as a 
better one-player game by some and yet 
slandered by others for not having a multi¬ 
player facility. That aside, it's a thrilling 3D 
mix of shooting action and exploration. 
Publisher: 

LucasArts/VIE (0171 368 2255) 



FADE TO BLACK (94) 

The unofficial sequel to the excellent 
Flashback, this is a near-perfect blend 
of third-person exploration and combat 
action. The technical pre-cursor to the 
fantastic Tomb Raider, it's a classic in 
its own right. 

Publisher: 

Electronic Arts (01753 549442) 


DUKE NUKEM 3D (93) 

The debate rages on, and there are still 
an awful lot of people who rate Duke over 
Quake. It's not as technically impressive, 
but brags gameplay by the bucketload 
in one-player mode and when played 
over a network. 

Publisher: 

EIDOS Interactive (0181 780 2222) 
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DARKUGHT CONFLICT (92) 

It might not have a mega-budget cast or a 
film licence, but Darklight knocks spots off 
just about every other space combat sim 
there is. It looks utterly fantastic and the 
3D engine is quite superb and very fast. 
Publisher: 

Electronic Arts (01753 549442) 








PRIVATEER 2: The Darkening (94) 

The ultimate mix of space combat, Elite- 
style trading and FMV action, Privateer 2 
was the first big budget release from 
Origin to use live action in a positive way. 
Packed with stars, this is pukka stuff. 
Publisher: 



TIE FIGHTER (94) 

Still rated by many as the finest space 
combat sim ever released, it successfully 
blends all the kudos of Star Wars with a 
wicked new engine for super-fast TIE on 
X-Wing fisticuffs. 

Publisher: 

LucasArts/VIE (0171 368 2255) 


MAGIC CARPET 2 (92) 

The original game had us all wooed with 
its speed and smoothness and the sequel 
was even better, with new night-time bits, 
new monsters and a very useful on-line 
help system. Technically exquisite, the 
game engine has yet to be bettered. 
Publisher: 

Bullfrog/EA (01753 549442) 


/. 'ft 


* 

i 


MECHWARRIOR 2: MERCENARIES 
(90) 

Of all the HERC-based games, this is the 
best. Successfully mixing real-time combat 
action with a thoroughly stomping engine, 
it's action-packed and fab over a network. 
Publisher: 

Activision (01895 456700) 
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CARMAGEDDON (95) 

Awesome arcade-style racer that's heavy 
on the hit 'n' run and gameplay. Loads 
of different cars to choose from, plenty 
of tracks, three ways to play and a fab 
multi-player network mode make this 
one of the most entertaining driving 
games ever. 

Publisher: 

SCI (0171 585 3308) 


NASCAR RACING 2 (92) 

A worthy upgrade of the original game, 
featuring a new, smoother 3D engine, more 
controllable cars, improved opponent Al, a 
simple single-screen car set-up and a multi¬ 
player network option. With the constant 
stream of headset messages that add 
atmosphere this is a racing sim fan must. 
Publisher: 

Sierra (0118 920 9100) 



NETWORK Q RAC RALLY (94) INDYCAR 2 (90) 

The seminal rally racer from Europress is The only real alternative to F1GP2, if you 

the ultimate in skiddy, slidey action. 27 don't mind going round and round in 

(count 'em) stages, loads of cars, a fantastic circles, but still crave that unbelievable 
eight-way network option and varied detail. Technically mind-blowing, though 

terrain and conditions make this superior a little chuggy on anything but a high-end 
to the limited Sega Rally. Go buy it! Pentium in SVGA mode. 

Publisher: Publisher: 

Europress Software (01625 859333) Sierra (0118 920 9100) 



SCREAMER 2 (93) POD (90) 

Whereas the first game cocked its hat One of the first racing games to support 

at the classic Ridge Racer, this game is 3DfX, Direct3D and MMX. The graphics 

Sega Rally in just about every way but are awesome (understatement of the year) 

name - except that it's better in every and with new cars, tracks and power-ups 

way. Like TNFS it's very much an arcader, promised to be posted regularly on the 
which makes it ideal for a quick fix. Internet, you'll never get bored. 

Publisher: Publisher: 

VIE (0171 368 2255) Ubi Soft (0181 941 4004) 



MICRO MACHINES 2 (93) THE NEED FOR SPEED (89) 

The console classic is converted to the PC Exciting arcade racing action at its best 
as new tracks provide a new challenge. with a good selection of cars and road 
The easy to use control system means tracks. Suicidal oncoming traffic and 

it's user-friendly for the uninitiated. This angry cops entrench TNFS firmly within 

version comes with a track designer. the 'arcade' game sector. 

Publisher: Publisher: 

Codemasters (01926 814132) Electronic Arts (01753 549442) 



FORMULA 1 GRAND PRIX 2 (92) DESTRUCTION DERBY 2 (86) 

The amazing sequel to the greatest FI Another sequel, but this one's actually 
driving sim ever. Updated brilliantly for the much better than the first game. The tracks 
94/95 season with all-new detailed circuits, are much improved, the cars handle much 
cars and teams. Ninja Pentium needed to better and there's loads more options, 
run the hi-res mode - but it's still great. Worth buying even if you own the original. 
Publisher: Publisher: 

MicroProse (01454 893893) Psygnosis (0151 282 3000) 



LINKS LS (94) 

The classic golf sim gets a much needed 
update, and unsurprisingly it's fab. There's 
more gameplay options, gorgeous graphics 
and a redesigned menu and view selection 
system which make it better than ever. 
There's even a built-in upgrader for all the 
old data disk courses you splashed out on. 
Publisher: 

EIDOS Interactive (0181 780 2222) 



PGA TOUR 96 (94) 

There's little choice between PGA Tour 96 
and PGA European Tour, it just depends 
on your preferred choice of accents and 
jumpers. Both games offer fantastic 
graphics, a very easy to use control 
method and plenty of customisable 
play options. Golfing at its best. 
Publisher: 

EA Sports (01753 549442) 



ACTUA SOCCER (92) 

The best soccer game on the PC, thanks to 
a super 3D polygonal engine and motion 
captured players. In two-player mode it 
excels, and Barry Davies provides some 
knockout commentary. 

Publisher: 

Gremlin Interactive (01142 753423) 



NBA LIVE 97 (92) 

Much better than the previous version, 
which lacked drive, this offering is well put 
together. With excellent graphics, sound 
effects and a hip soundtrack, thankfully 
it plays as good as it looks. 

Publisher: 

EA Sports (01753 549442) 



VIRTUAL POOL (91) 

Simple but very playable pool sim with an 
ingenious mouse-drag control system and 
impressive engine. One-player games are 
fun, two-player games and network links 
are even better. 

Publisher: 

Interplay (01628 423666) 


NHL HOCKEY 97 (90) 

Visually slick and very playable, this 
'all-new' updated NHL game features 
some new graphical tweaks and a 
smoother, faster engine. There's a handful 
of national sides thrown in as well as 
the most recently completed season's 
statistics and teams. 

Publisher: 

EA Sports (01753 549442) 



PRO PINBALL: THE WEB (90) 

Of the myriad of pinball releases on the 
PC, The Web is the finest. You may only 
get to play on one table, but it's so 
detailed and full of features it doesn't 
really matter. Accurate ball physics and 
distracting bonus games make it the 
ultimate in pinball action on the PC. 
Publisher: 

Empire Interactive (0181 343 7337) 



MADDEN NFL 97 (87) 

This PC incarnation is well up to the 
quality seen on the console versions, with 
all the features and slick presentation we 
now assume as standard for an EA Sports 
release. The best US footie game on the PC. 
Publisher: 

EA Sports (01753 549442) 



FIFA SOCCER 97 (84) 

Despite the hype, it's not the best soccer 
sim on the market. If you're familiar with 
the control system, are wooed by glossy 
presentation and are a bit of a FIFA- head 
at heart, you'll like it. Otherwise... 
Publisher: 

EA Sports (01753 549442) 



FRONT PAGE SPORTS 
BASEBALL(85) 

An interesting game that nicks the best 
bits from other baseball games. Gameplay 
is a tad on the uninspired side as things 
plod along, but then this is a baseball game. 
Publisher: 

Sierra (0118 920 9100) 
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ALONE IN THE DARK 3 (95) 

Better than the previous AITD instalments, 
Alone 3 is a tense, ambient tale of Navajo 
Indian magic and reincarnation, that unfolds 
in the usual AITD manner. Now available 
as part of a compilation budget pack. 
Publisher: 

Infogrames (0181 738 8199) 
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BIOFORGE (95) 

Futuristic Alone In The Dark -style game 
with impressive graphics, puzzles and 
soundtrack. Often preferred over AITD 
games as its unique blend of arcade 
combat is explosive. The only drag is 
EA's refusal to make a sequel for it. 
Publisher: 

Electronic Arts (01753 549442) 
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SYSTEM SHOCK (95) 

This futuristic first-person cyberpunk 
adventure from the makers of Ultima was 
initially overlooked by many people. Now 
available on budget, this is a must-buy 
for those new to the game. The graphics 
and atmosphere are invigorating. 
Publisher: 

Electronic Arts (01753 549442) 



INDIANA JONES AND THE FATE 
OF ATLANTIS (93) 

Follow a post -Raiders Indy in his search for 
the submerged metro-polis. Three ways to 
play make for a high replayability factor, 
and the inter-character banter is brilliant. 

Publisher: 

LucasArts/VIE (0171 3682255) 



LITTLE BIG ADVENTURE (93) 

Adeline's visually stunning isometric 
journey through the surreal land of Twinsun 
stole our hearts in 1995. The gloriously 
animated characters really bring the static 
backgrounds to life. LBA is pretty difficult, 
but time investment is worthwhile. 
Publisher: 

Electronic Arts (01752 549442) 



SAM & MAX (93) 

Steve Purcell's hilarious dog/rabbit 
'freelance police' duo's first and only PC 
outing, in which they need to solve a host 
of bizarre puzzles. An all-talkie adventure 
with a gag-laden script, this is an essential 
budget-priced purchase. 

Publisher: 

US Gold (0121 625 3388) 



ULTIMA UNDERWORLD 2: 
LABYRINTH OF WORLDS (94) 

Following on from where The Stygian Abyss 
left off, this improves on almost every 
aspect of its prequel. Again the Avatar is 
the explorer of a complex, ever-evolving 
dungeon. Classic stuff with unsurpassed 
atmosphere and interaction. 

Publisher: 

Origin/E A (01753 549442) 




ULTIMA VII (89) 

Arguably the best of all the Ultima games, 
Ultima VII blends character interaction 
with the exploration of the detailed world 
of Britannia. This is the last of the Ultima 
series to give you complete party control. 
Publisher: 



DIABLO (88) 

Diablo is standard hack 'n' slash fare but 
the game's designers pull the whole thing 
off with such style that the overall game 
experience is addictive. A great storyline 
compensates for repetitive arcade combat. 
Publisher: 



RAVENLOFT: STONE PROPHET 
(78) 

An improvement over SSI's previous AD&D 
Ravenloft RPGs, it plonks the player in an 
arid landscape populated by Stone Golems 
and vicious scorpions in a bid to fight your 
way out. The graphics are average but the 
intuitive spell/combat system is a joy. 
Publisher: 

Mindscape (01444 246333) 



ULTIMA UNDERWORLD: THE 
STYGIAN ABYSS (pre-pc zone) 

This one took RPGs away from first-person 
tile-based RPGs. In character as the Avatar, 
the player is intuitively capable of 
everything from combat to casting. 
Publisher: 



:w 


EYE OF THE BEHOLDER II 

(PRE-PC ZONE ) 

It's one of those 'olde-worlde', first-person 
RPGs, but its progressive, party-based 
gameplay and subtle story elements set 
it worlds apart from all the other dross. 
Publisher: 

VIE (0171 3682255) 



TERRIS (88) 

A MUD in the old-school style of text-based 
RPGs, but so horribly addictive that we're 
still playing it today. Terris has enough 
quests, puzzles and monsters to keep you 
going for days. The gameplay is excellent. 
Publisher: 

AOL (0800 2797444) 



STAR TREK TNG: A FINAL 
UNITY (94) 

A style oozer. As a point-qnd-dicker it 
draws you in, and at times you feel as if 
you're inside a Star Trek: TNG episode. 
Non-linear and beautifully presented, it's 
a Trek-head must-buy. Yet to be bettered. 
Publisher: 

MicroProse (01454 893893) 



/ 

* ■ ] 


DISCWORLD II (93) 

Perfect Entertainment's immaculate follow¬ 
up to Discworld follows would-be wizard 
Rincewind in his search for the missing 
Grim Reaper. Not as hard as the first game, 
but bigger and better looking. Discworld 2 
is a universally appealing adventure game. 
Publisher: 

Psygnosis (0151 282 3000) 


ECSTATICA II (90) 

We dubbed it "An adventure with balls". 
It's hard but also one of the most 
rewarding adventures we've ever seen. 
Ecstatica II constantly surprises and is 
sure to keep even the most battle-weary 
adventure fan occupied for weeks on end. 
Publisher: 

Psygnosis (0151 282 3000) 



THE SECRET OF MONKEY 
ISLAND 2: LECHUCK'S 
REVENGE (pre-pc zone) 

Anyone with even a casual interest in 
adventures must have this game. The 
graphics look dated, but the one-liners 
are side-splitters. And it's on budget! 
Publisher: 

Virgin (0171 3682255) 


MERIDIAN 59 (86) 

This ground-breaking on-line RPG, though 
cursed with garish and horrible graphics, 
allows thousands of people to interact 
with each other in the same fantasy 
universe at the same time. It's currently 
one of the best on-line multi-plaver 
RPGs around. 

Publisher: 

3DO Company (0181 541 4082) 


LANDS OF LORE (pre-pc zone) 

Graphics and gameplay! Westwood Studios' 
graphical flair shines through in this push¬ 
scrolling story about a witch in a purple 
cloak. Adding non-player characters to 
your party still keeps the game interesting. 
Publisher: 

VIE (0171 3682255) 



BETRAYAL AT KRONDOR 

(PRE -PC ZONE) 

First-person perspective RPG with a huge 
game world and fairly complex battle 
system. Failed to take the RPG crown 
from Ultima cfUe to limited character 
interaction, but a worthy contender for 
a second-hand buy. 

Publisher: 

Sierra (0118 920 9100) 
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SYNDICATE WARS (95) 

One of the best strategy games of all 
time gets a sequel, and what a sequel it 
is too: intricate levels, gorgeous graphics 
and enough gratuitous violence to keep 
anyone happy. 

Publisher: 

EA/Bullfrog (01753 549442) 


SETTLERS 2(92) 

Manage little people, build stuff for their 
little towns, then kick the shit out of the 
opposition. Settlers 2 is a brilliant game, 
but make sure you've got plenty of time 
on your hands. It really is that addictive! 
Publisher: 

Zablac (01604 232200) 


EF2000 (97) 

With fantastic graphics and a very realistic 
flight model, this is one of the best flight 
sims on the PC. Not even Microsoft's 
mighty Flight Sim can topple it from 
the top of the PC Zone prop-head ladder. 

It looks gorgeous with 3Dfx and the 
forthcoming SuperEF2000 with Tacticom 
will bring the game a new lease of life. 
Publisher: 

Ocean/DID (0161 832 6633) 


US MARINE FIGHTERS (92) 

The lovely graphics and a realistic enough 
flight model kept our Group Publisher 
Tim happy, so you can bet it's pretty 
damned good. Originally released as a 
mission disk for US Navy Fighters, Marine 
Fighters now comes as part of the US 
Navy Fighters Gold pack, so go and get 
that instead! 

Publisher: 

Electronic Arts (01753 549442) 


X-COM 2: TERROR FROM 
THE DEEP (94) 

It's showing its age graphically but who 
cares when it's so addictive? With turn- 
based combat, resource management and 
sophisticated research trees, TFTD deserves 
to be in any strategy fan's collection. 
Publisher: 

MicroProse (01454 893893) 


SIMCITY 2000 (92) 

A classic game that deserves its reputation 
as one of the all-time greats in the strategy 
world. Build and maintain the city of your 
dreams and cope with all the problems a 
real-life Mayor would come up against. It's 
a lot more fun than it sounds, trust us. 
Publisher: 

Maxis (0171 505 1500) 


FLIGHT UNLIMITED (96) 

This was the first flight sim to sport truly 
amazing graphics and a frighteningly 
realistic flight model. You don't get to kill 
anyone (just like Flight Sim 95) but it still 
stands up well against today's competition. 
Publisher: 

Looking Glass/Virgin (0171 3682255) 


FLYING CORPS (92) 

Action-packed WWI flight sim with neato 
graphics. Nostalgic gamers will recall Red 
Baron as one of the greatest WWI flight 
sims ever - this improves on the old 
classic to become the best WWI sim. 
Publisher: 

Empire Interactive (0181 343 7337) 


COMMAND & CONQUER: 

RED ALERT (94) 

.. .or C&C in SVGA with a few new units 
to be more exact. It's a testament to the 
original game's addictive gameplay that 
the sequel can get away with adding few 
new features and still be enormous fun to 
play. Still well worth buying. 

Publisher: 

Virgin (0171 3682255) 


CHAMPIONSHIP MANAGER 2 
(90) 

So you want to be a football manager, 
eh? Well so does our Jeremy, which is why 
he spends his life playing this, the most 
realistic, addictive football management 
game available, and not a spreadsheet as 
Chris keeps telling everyone. Heathen! 
Publisher: 

Domark (0181 7802222) 


APACHE LONGBOW (96) 

The EF2000 of helicopter sims in as much 
as it marries fab graphics with a realistic 
flight model. The structure encourages you 
to adopt the same tactics as a real Apache 
pilot and the missions are challenging and 
varied. It's big, too. 

Publisher: 

Digital Integration (01276 684959) 


JETFIGHTER III (91) 

Long-awaited follow-up to one of the 
most popular sims ever. Fly over three and 
a half million square miles of accurately- 
mapped terrain of most of South America. 
It really is 'just like being there'. Oh yeah, 
you get to shoot things too. 

Publisher: 

EIDOS Interactive (0181 780 2222) 






PUZZLE BOBBLE (94) 

We can't agree where Puzzle Bobble fits 
in PC Zone Recommends. Does it belong 
in here, with the Civs and Sims of the PC 
gaming world, or should it go in the action 
section? Who cares, as long as it's in... 
Publisher: 

GT Interactive (0171 258 3791) 


CIVILIZATION 2 (90) 

Explore the world, conquer territories and 
research new technologies in one of the 
most successful strategy games ever. It's 
not that different to the first one but it 
merits a '90s update and place here. 
Publisher: 

MicroProse (01454 893893) 


FLIGHT SIM 95 (95) 

The longest-running and most successful 
PC flight sim. An incredibly realistic flight 
model prompted the US Air Force to use 
this software as a training tool for their 
pilots. (But you don't get to shoot anything.) 
Publisher: 

Microsoft (0181 242 4194) 


HIND (90) 

Ugly helicopter in decent flight sim shock! 
For some people this game is maybe a tad 
too realistic, in as much as the real-life 
Hind itself is very difficult to fly. Purists 
will love it though. 

Publisher: 

Digital Integration (01276 684959) 


MASTER OF ORION 2 (92) 

Very sophisticated space exploration/ 
strategy game that rewards long-term 
play. You can play it for months and still 
find new things to research. If you're 
willing to put the time into it, Orion 2 
will stay on your hard drive for aeons. 
Publisher: 

MicroProse (01454 893893) 


WARCRAFT 2 (82) 

Warcraft 2 \s C<SCin Tolkienesque 
clothing, basically. It was a bigger hit 
with you lot than it was with us here 
at Zone, which is why it's gatecrashing 
our hot games section. Certainly a 
worthwhile purchase. 

Publisher: 

Zablac (01626 332233) 


SU27 FLANKER (95) 

One for flight sim purists. Admittedly the 
graphics are crap, but our reviewer raved 
about it. A great flight model and superb 
mission builder make it an essential buy 
for prop-heads everywhere. 

Publisher: 

Electronic Arts (01753 549442) 


A-10 CUBA (90) 

Functional graphics (cough) for a game that 
captures the imagination, mainly because 
the plane is an absolute joy to fly. Slightly 
limited with the absence of a fully-fledged 
campaign but great fun nonetheless. 
Publisher: 

Activision (01895 456700) 
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Send your letters to: 

WordProcessor, PC Zone 
Dennis Publishing, 

19 Bolsover Street, 
London W1P 7HJ 


Send your e-mail to. 

CompuServe: 


one@CIX.co.uk 


Don't forget to 
check out the PC Zone 
CIX conference and 
pc.zone.co.uk if you're 
on-line. 


NB: PC Zone retain the right 
to edit, rewrite and change 
all correspondence in order to 
make ourselves appear even 
more smug, funny and witty. 


Why, it's Mr McCandless, the 
Fragubergruppenmeister, 
misanthrope and raconteur. A few 
courteous replies, kindly advice and 
helpful info to our loyal readers are 
bound to be in the offing. 


ITE 

don't you have a 
Website? All the other 
magazines' related sites 
are dull and totally crap - PC Zone, 
the Internet needs you. 

David Burns, University of 
Plymouth, e-mail 

O ndeed it does Davey. 
That's why we now 
have one. Check it out 
at http://www.pczone.co.uk/. We 
think you'll find that it's pretty 
damn cool. 

YOU'RE A FUNNY GUY 

'm not happy with the small 
print in your letters page 
about retaining the right 
to change letters etc. So what you're 
really saying is that your readers 
don't have an ounce of wit in their 
ejaculate-encrusted heads. You slag 
off the people that write in and still 
expect us to read your mag. You are 
a bunch of Quentins. 

ONLY KIDDING!!! 


Your mag is the best around and 
I'll read it until I get old and my body 
parts fall off in alphabetical order. I 
loved your review of Theme Hospital, 
and your writers are definitely the 
best-looking men I have ever seen. 
One last thing: can all the readers 
please shut up about Quake vs Duke 
because it's beginning to get on fat 
grandma's tits. 

Loyal Reader Robert, Boston, 
e-mail 


ext in red has been 
added to make this letter 
more entertaining. 


CYBERTWAT 

• 'm working on a Web page 
and would like to include 
cartoons from papers, 
magazines etc - can I use the brilliant 
Cybertwats cartoon? I'd need you to 
e-mail me the comix stripz as I only 
have a normal hand scanner which 
isn't as wide as the pages. I would 
be eternally grateful. 

Graeme Nash, e-mail 


O eah sure, no problem 
Graeme. Take the 
Cybertwats. Have them. 
We'll send you some full-page 
originals as well. Don't worry 
about your scanner. You can have 
our expensive flatbed one. Hey, 
why not have Charlie Brooker's 





We pose the 
question - you 
search for the 
answers. Hot 
Topic: a new 
regular in PC 
Zone, which gives 
you, the reader, a 
platform to voice 
an opinion. 


RNING QUESTION THIS MONTH 
*ted in the PC Zone conference 
on CIX. We asked our readers if the 
e British Board of Film Classification) 
een allowed to cut scenes from 
r adventure Phantasmagoria 

Mo. No. No!" says CIX conferencer 
omeone ought to tell 1 
there's a fucking 'gore off' switch in i 
Ah, so that's where the BBFC i 
/ didn't even bother turning 1 
before playing the game! Tim continues: "As 
someone who has access to unexpurgated 
(cough) fillums (and can't work out what all 
the fuss is about the full version of Zombie 
Flesheaters), it pisses me off no end. If the 
game is that much of a hot potato, make the 
game available 'over the counter' or 'top shelf' 
only so that the kiddiewinkies are less likely 
to catch wind of it. The footage being excised 
may be less offensive to many people who may 


find other (uncut) scenes far more disturbing." 

As far as we can ascertain, it seems that at 
least two scenes have fallen by the wayside 
and hit the 'virtual cutting-room floor', as 
it were. One cut-scene shows the stapling 
together of a victim's lips, and accounts for less 
than a minute of footage. "A minute's worth of 



gothic 
"And which 
obviously coni 
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girlfriend as well. And move into 
his flat (it smells of fish). You can 
even lick his shower curtain. 


THE MAN WITH THE 
SCORES 

hat's with all the extremely 
high scores recently? There 
have been at least two or 
three in the 90s in every issue, and 
hardly any crap ones. Is there a 
reason, or are you all just going soft? 

John Smith, St Albans 


O ow the hell could you give 
Red Alert such a nauseous 
score in your Feb issue? 

When you compared it with the 
original C&C it got about two marks 
more, yet you awarded it one point 
less?!? I love Red Alert, and was not 
amused when I saw this. 

Nicholas Skillicorn, Singapore 

® lright then people, since 
you're so wound up about 
it, here's your answer... 

• want to have a go at all 

those people that complain 
about the scores you give 
on the grounds that it doesn't tell 
them which ones to buy. Granted, 
most readers want to know what's 
hot and what's not, but do they really 
want to be led around by their noses 
all their lives? Surely the reviews are 
just to give a general view of what a 
game's like so the reader can make a 
decision based partly on the mag's 
recommendation, but mainly on their 
own ability to judge what he or she 
likes, not the other way round! 

You usually have demos of the 
games worth playing on your cover 
disks - why don't they just try 
the bloody things? If the games 
companies don't supply demos, ► 



CARMA-BLOODY-GEDDON 


0 1 thought by now you'd have received 
plenty of angry letters regarding March 
issue's Carmageddon demo. Well, I 
think it's tops. If some software publishers 
are worrying about demos of games 
losing sales, then take heed from this 
one - I'll probably buy it before > 

reading any reviews - it's 
murder on the streets. 

Steve Griggs, e-mail 


© armageddon! It's brilliant! If 

only more games companies produced 
driving games with realistic engines, 
smooth graphics and the ability to do-all-the 
things-you've-always-wanted-to-do-in-your-car- 
but-never-could . 


just us - everyone 
but everyone loves the 
carnage that is Carmageddon. 


0 've just played your demo of Carmageddon, 
and after the asshole of a timer finally 
stopped me murdering everyone the only 
thing I could utter was, well, bugger me. Yes, this is 
the game I've been waiting for. Using an old lady on 
a zimmer to bend lamp-posts is the absolute pinnacle 
of ente ainment. Don't make me wait any longer or 
else the small spoon gets it. 

James Snook, Feltham, e-mail 


t's interesting that, considering all the 
furore and splenetic wankings of push- 
button-A-for-blustering-outrage MPs, 
we didn't have a single letter or phone call 
complaining about our Carmageddon demo. 

This just proves that the game-they-tried-to- 
ban offends nobody, except Daily Mail readers 
and Quentins who haven't quite twigged that 
computer games have involved killing people 
for over ten years. Spackers. 


© armageddon is by far the greatest playable- 
demo acquisition you've had for years. 

It's just so compelling, and disturbingly 
satisfying, to powerslide through half a dozen 
pedestrians before flipping off a skyscraper and 
crunching into the ground a couple of blocks away 
as a twisted burning wreck. Marvellous. 

Pete Towns, e-mail 


If your letter is selected as 'Letter of the 
Month' we'll send you a bundle of T-shirts 
and maybe even a game. COO! 



is soberingly official 
you decide. Publicly, 
Excise, a magistrate, 


the BBFC.. 

Which bring: 
So thank the 



game for feck's sake. However, this shouldn't 
be gratuitous. If there's a reason for two of the 
characters to start shagging each other, then 
fine - but not just for the hell of it. I 
characters' lines shou 
'Fuck! Fuck!"' 

PC Zone's very ov\ 
been thinking 
restores equili 

observation: "If there's one good thing to 
come out of this (and I should say that I have 
yet to form a complete opinion one way or the 
other on censorship), it's that game producers 

minkt »- + ■-»nottinn thn marcnnfi tkat 



at 'adult' 
atuitous 



might start getting the messag 
games shouldn't necessarily me 
blood, gore and sex. The games 
managed to achieve staggering parallels with 
other entertainment industries in terms (“ 
finance, growth and consumer aware 
it's still lacking in areas of mass resp 
Cinema, books, television, radio 
are all considered legitimat 



entertainment but games ; 
by the mass public as c 
With 1 
desigi 
themes { 

Texas Cl 

for example) and it might make people stop 
and think, 'What'- - H ‘ 

That's fair eno 
Texas Chainsaw I 
story and is i 
as many people I 
at PC Zone have seen 1 
have been able to form 1 
we've had a chance to check it < 
n't that what this is all < 
ie allowed to decide what we < 
ourselves, and not have it dictati 
some faceless government official? 
about other games - will these 
Phantasmagoria 2 cuts trigger more wan 
the not too distant future? 


Z9HE 51 June 1997 


141 


















cjYurti Cil^l 


Choice cuts of reader wit (hem) 


O PC Zone is shrinking every issue! 


Really Paddy. 


Paddy Doig 


O Is it just me, or does anyone else think that Tomb Raider is just, 
well, not very good? 

Matt Barker, e-mail 

I agree - I find Tomb Raider freaking dull. Navigating some pointy 
breasts around caves has its moments, but Lara's nauseating 
translation of 3D model to supermodel leaves me physically sick. 

Is it just me, or does anyone else out there 
think that Lara is just, well, not very 
good-looking? 


O While playing a demo of Tomb Raider I 
made Lara jump off a ledge and she broke 
her legs. 

Mike Marsh, e-mail 

That's the spirit. 

O Just thought I'd mention that the 
three wizards in the Wizardry Gold pic 
on page 151 of the April issue look 
very similar to the Scousers from 
Harry Enfield doing their humorous 
'calm down' shit. Ah, never mind. 

FaZe, e-mail 


Yes they do. They really do. 


◄ then perhaps it's because they 
lack confidence in the game being 
good enough to be bought on 
its own merit. 

Buy a game you know you 
like, or take a risk on one you 
haven't tried - either way, it's 
pretty lame to cast the blame 


Ivor Benjamin 


at a magazine just because you don't 
trust your own decision-making 
processes to actually buy one you like! 

Anon, AOL 


ouldn't have put it better 
myself. Thank you Anon 
for doing my job for me. 


FOREIGN MAGS SUCK 

love the way U guys review 
stuff. If sumthin plays good, 
U make the world of it, and 
if sumthin stinks, U put it thru hell! 
More than I can say for most Oz 
magazines. I tell ya , Australia stinkx 
fer computers. NEway, U guys rule, 
so does Duke/Quake, The Crow, IRC 
and Archimedean Dynasty. CYA. 

Dan, 'Oz' 

• ndeed. It seems that 
Australia 'stinkx' (as 
you so quaintly put it) 
for most things. But if you think 
that's bad, check out Germany... 

I the German mags are 
| crap, and 'dull' seems to 
be one of the criteria they 
have for employing people. They 
are so boring, but I always have 
a good laugh reading PC Zone. 

And my swearing's improved 
tremendously, even though I've 
already been to Glasgow. 

Oliver Segnitz, Germany 

O ou seem to be the only 
German who has ever 
written into PC Zone in 
possession of a sense of humour 
and are quite obviously a 
freak. German mags tend 
to take their PC games 
very seriously, whereas 
we think that games 
should be fun and 


played for pleasure 
entertainment, 
uptight about 
in games. How very 

PC ZONE 
RECOMMENDED 

O he wit and humour is 
brilliant, the people are 
brilliant - and so are 
Cybertwats, the features, reviews and 
previews. Demos are okay (if they 
weren't all Windows 95, but I know 
you can't help that). Mr Cursor is 
quality and anything else I might 
have missed out is brilliant too. 

Verdict: PC Zone 99%. Do you 
allow people to visit the office? If so, 
can I come along and have a look? 

Andrew Kimberley, 
Leicestershire 


f your surname was your 
first name we might have 
considered it... 


CUT YOUR LIPS OFF 

• was just wondering IF YOU 
COULD KNOCK SOME 
SENSE INTO THE GIT WHO 
DOES THE ON-LINE PAGES! They're 
a pile of elephant shite! How about 
including some good links, and maybe 
a section where readers can send in 
their favourite ones and make a Top 
Ten Links Table? Maybe a couple of 
cool Internet game reviews? 

Please change your ways! 

Adam Lowery 

O oo. What original ideas. 
Some links - like, wow! 
Some "cool Internet 
game reviews"? Crumbs. We must 
sort ourselves out. Listen, Adam, 
I've got your address and some 
good ideas for things we can do 
with your face. 0 


something, I 
it acquires i 
censors 1 
a non-i 


; to i 


you see on 1 


is merely pixels. When a game 
I FMV, what you see on-screen - 
not real' - has realistic merit and 
representative of something that 'could' 
f real. Hence the ratings and the cuts." 

So most games will be relatively safe from 
he censorscontinues: "What you 
s the BBFC crossing 
j their ratings systems 
not just to FMV-based games but regular 
games in general. This could perhaps be 
the only useful function for the so-called 
interactive movie - a buffer for Quake- style 
games to continue to exist unhindered. Did 
se?" 

seems to think so: " 
e - although what's going 
i when in-game graphics becom 
good the blood ceases to look like a bunch 
of badly-drawn pixels? With high-qual 
games using fast systems and 3D acce 
the 'visual legitimacy' you mentioned i: 


Ivor Benjamin 


tsense - 


only a short time away. Basically, the ratings 
and cuts relate to the BBFC's notion of 'what 
is good for the people' and stapling lips 
together is a classic UK censors 'no-no'. It's 
nasty perverse stuff that hicie British people 
shouldn't be allowed to see... so I'll be 
ordering my copy of Phantasmagoria 2 
from the USA!" 

Which just goes to show that, no matter 
how bad these 'banned' products are, people 
still go to extraordinary lengths to get hold of 
them - just look at the problems they've got 
with grey imports in Germany... 


(Xt month's to| 
uence your d< 


Write to Hot Topic, PC Zone, Dennis 
Publishing Ltd, 19 Bolsover Street, London 
W1P 7HJ, e-mail pczone@cix.co.uk, or simply 
look up Hot Topic in the PC Zone conference 
on CIX. 
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Please send me an application form for the Star Trek ™ MasterCard 
Name_ 


Address 


Postcode 


S736 


• No fee to pay on the MasterCard for the first year 
• Ongoing fee waiver* in future years 

• Up to £60 credit when you switch from other Cards t 

• Up to 50 days' interest free credit 

• Universally accepted in over 12 million establishments 

To not carry Bank of Scotland's Star Trek MasterCard would be totally illogical!! 

Show your pride in being a Star Trek fan and apply for this distinctive Card today. 

Call FREE now on 0800-371937 and quote S736 

or write to 

Star Trek MasterCard, FREEPOST RG2222, Reading, RG1 1BR 

(Remember you do not even need a stamp) 

Full details and a written Consumer Credit quotation are available from Bank of Scotland, Card Services, Pitreavie Business Park, Dunfermline, Fife KY99 4BS. 
You must be 18 or over and resident in the UK to apply for a Card. Interest Rates correct at time of printing. 

* After the first year you will not have to pay an annual fee (normally £7.50 APR 18.5%, 20.3% for cash advances) provided you spend £2,000 or more on the Card 
in the preceding year, t Balances may not be transferred from other Cards issued by Bank of Scotland. 


Issued by Bank of Scotland®,the brand new Star Trek ™ MasterCard® Card is a fantastic way to travel the 

galaxy and process all your bills at warp speed! 

When you carry the Star Trek Credit Card, people will recognise you as an astute member of the 
solar system. Designed especially for Star Trek fans, the Card shows the U.S.S. Enterprise™ NCC-1701-D 

engaging warp drive to escape an exploding planet. 


Other benefits of this Card include: 


A FIRST CLASS ALTERNATIVE 


CREDIT CARDS 


oS 

£ 


© 1997 Paramount Pictures. All Rights Reserved. STAR TREK and Related Marks are Trademarks of Paramount Pictures. Bank of Scotland Authorised User. 
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CONSERVATIVE 

for Feltham 


i/OTE tor Timotny 

married, two nice c» 
chartered accountant by 

VOTE tor Jobs 
VOTE tor Low Taxes 
«linTF vou can Trust'. 


As tt)G ooantdo'ojr) to 
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Tory Candidate: Good afternoon! I'm Timothy 
Planer, your local Conservative Candidate. Can I ask 
who you intend to vote for at the General Election? 
Ian Culk: C-O-L-l-N! ...Sort this bloke out, will ya? 
Colin Culk: What's goin' on? 

TP: Hello, I was asking your father which way he 
intends to vote on Polling Day. 

1C: How much does he want son? 

CC: Dad, it's a pollackition... you know... on the 
cownsill and that. 

TP: Yes sir. As your Conservative Candidate I 
represent you at a local level and ask you, my 
constituants, what you'd like to see change. Do 
you feel Feltham is lacking at all in any way? 

1C: Yeah, we ain't got enough animals and that. 

TP: Excuse me? 

1C: Snakes and that. We want more snakes. 

CC: Yeah! And I could feed them with dead birds 
and pigeons and that. 

TP: I see... you hate pigeons, they're dirty, unhealthy 
and... 

CC: ...We hate everything apart from snakes, me and 
my dad. We want a zoo at the end of our road, with 
lots of animals and big snakes in it. 

TP: Hmmm... Yes, I'll see if this is a popular demand, 
but I don't think we'll be able to demolish the houses 
around here just to get you a zoo. Can I move on to 
another, perhaps more important issue? 

1C: Fighting? 

TP: I beg your pardon sir? 

1C: I said FIGHTING! I like fighting. I want more 
fights. I want to fight you... NOW! 

CC: Yeah, you tell 'im dad... chin-pistons galore and 
that. Hit 'im Dad! 

(Timothy Planer steps back and waves a colourful 
Tory badge in front of Ian's toothless face. Ian's 
eyes follow the badge; once hypnotised he settles 
down and forgets about the chin-piston frenzy) 

TP: Okay, relax... relax. We'll start again - the 
economy, finance and employment. 

1C: I ain't never done a day's work in mi life! Look 
around and get a saw of what I got... three Fords, 
a roof over mi 'ead, a clever son, what can do 
compupors... and... (He digs a couple of dirty fivers 
from his pocket) ...this! That's money, and I've got 
all I need. THIS bunch of fivers says who / am! 

TP: Sir... That's ten pounds... 

CC: ...Enough for eight pints at the Sultan, not 
including my dad's tab. 
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TP: Wouldn't you have liked a proper job? Making 
a fair contribution to society, paying your taxes, and 
supporting the health service? The Conservative Party 
can promise you... 

CC: Dad done a conlibution, every single Satterday 
and Weddesday - £50 on the lottery. He ain't 
won nothing never... so all that money he 
conlibuted isn't it. 

1C: Fancy a cuppa tea? I like you, we understand 
each other. 

TP: Erm no, thank you kindly, I've just had some. 

CC: Dad's tea ain't good enough, is it? 

TP: No, I'm sure your father's tea is fine, but as 
I previously indicated, I've just had some. 

1C: Got any snakes in that car of yours? 

TP: No, we don't carry snakes sir, just posters and 
stationery. 

CC: What about lizards? 

TP: No, sorry sir, just pens and paper and electorial 
pamphlets. 

1C: What about saterlite dishes? That's what I want, 
one of them... (Colin's dad points to a neighbour's 
dish) 

TP: Well, I'm afraid the Tory Party don't consider 
raising taxes to fund satellite dishes in Feltham an 
election-winning strategy. There must be something 
else apart from snakes and fighting? 

CC: Yeah - can you get them to make the lottery 
easier? 

TP: Do you mean make the odds better? 

CC: No, I want them to make that card easier to fill 
in, you know, like with less numbers to try and think 
of every time. 

TP: Well, I suppose I could raise that at 'The House' 
next question time. 

1C: Yeah - and you can tell them other polickitions 
how you lost your seat, 'coz my son's gonna stand 
against you in Feltham Green with our own party. 

CC: Yeah, I got me a compuper. It ain't a pentigon, 
it's a Sinclair. It does graphics and that, and it's got 
four colours on the TV at any one time. I'm gonna 
design my FIST party poster on it. 


144 


ZPNE 51 June 1997 















jungle 
Blag a free beer 
Beat baldness 
Win pub bets 
Eat your way to 
good looks 


Jennifer Aniston 
Tom Hanks 
in-car gadgets 
smart denim 
holiday sex 
danger goif 


Aii'my Liujii jjmas 


nusoanas 
of readers’ 
wives 


Hfl 12.75 


On lale n o w 





















He's afraid of... 




OU MAY BE THINKING AT THIS MOMENT: 
'Yeah, sure, do a thing about being 
scared of Windows 95, but why didn't 
you do it at the beginning of 1996? It's 
no longer relevant.' And that's sort of 
true. However, if I can elaborate a bit 
you'll see where I'm coming from. Okay, back 
when Win95 originally came out I was indeed scared of it, 
because it sort of 'did things on its own'. You know? But, 
over the intervening 18 months, I've become used to it. In 
fact, only two months ago I could have told you, hand on 
heart, that I was no longer afraid of Win95 at all - and at 
times I thought of it as a sort of weird friend. But that 
was before my floppy drive started going funny. 


"So the light just stays on, does it?" This was the beginning of an 
alarming conversation with a chum called Dean, who claims to be 
a computer expert, but who, I often suspect, knows bugger all. Still, 
when I'm worried about computery things, it's Dean I talk to... 

"Yes," I reply. "The light comes on, the floppy drive buzzes 
momentarily, and then the light, er, doesn't go off again." 

"And this is in DOS, yes?" 

"Yes. I turn the computer on, get taken to Windows, select 
'Restart In DOS Mode' so I can play, for instance, Carmageddon, 
then I get the black DOS screen, and then the problem occurs." 


And here's where I was hoping that Dean would tell me it was 
nothing to worry about, and that he could state, unequivocally, 
that it was merely a harmless, albeit annoying, hardware quirk. 

(I could cope with that.) But he'd gone all quiet. 

"Dean? Dean? Are you still there?" 

"Hmmm," he mumbled. 

"What?" I said. 

"Hmmm," he repeated. 

"What? What? What?" 

"When you finish your stints in DOS," he finally muttered, 

"do you return to Win95 before turning off the computer?" 

"Er, no," I said... "Urn, yes," I added. 

In other words it varied. It depended. 

"Oh dear," came the answer. 

He then unloaded some information: according to Dean, Win95 
is actually an extremely low-level attempt at Artificial Intelligence 
(the equivalent of HAL after an Eddie Kidd coma-style motorbike 
crash). He said the system was capable of 'learning', but, also, 
was meant to be 'fail-safe' insofar as it'd happily venture into an 
imported program, but would only do so through a 'buffer'. I asked 
what he meant by a buffer. 

"Think of it as a very narrow tube," he said. 

I pictured a mini toilet roll. 

"This tube," explained Dean, "gives imported programs access 
to the important parts of the PC's brain, but, should an anomaly 




The way to tackle Win95 is 
to ignore any dodgy lights 
on your floppy drive, and 
definitely always ignore 
Dean's advice. 

-O 


"You don't use the Win95 DOS window?" he asks. 

"No, Carmageddon works in the DOS window," I tell him, "but 
it prefers real DOS." 

"I see," says Dean. "And so the floppy drive's light stays on all 
the while you play the game?" 

"Er, no," I reply. "What I tend to do before loading anything is to 
access the empty floppy drive, wait for the Abort/Retry/Fail message, 
and then press 'A' to abort, which, er, makes the light go out. Then I 
pretend it never came on, but I know deep down that it did." 

"So, forcing the light to go out makes you feel better?" 

"Yes. But yesterday I was actually in Windows, playing a Win95 
game, when the floppy drive buzzed. The light came on for five 
seconds, and then went out - all on its own. Do you reckon 
something's going wrong?" 


Brilliant - my PC is stuck 
in a weird'mind loop' and 
it needs a shrink. 


occur within the imported program - such as a crash or something 
- then control is meant to be restored to Win95, and the tube is so 
narrow that the, erm, 'bad bits' aren't, erm, allowed back through 
the hole. Are you with me?" 

"I'm not sure," I muttered. "But what's that got to do with my 
floppy drive?" 

"Well, basically, you've confused it," replied Dean. 

"Eh? I don't understand." 

"Let me put it like this," he continued. "You've quit out of 
Win95, on numerous occasions, in a way it wasn't expecting. You've 
cleverly managed to circumnavigate its 'fail-safe tube', and, as a 
result, the way I see it, you've now got a 'spare computer thought' 
travelling about within your system." 

"You what? Spare computer what?" 

"Your PC is going insane," said Dean. "It contains a nugget of 
misinformation, but doesn't know what it is, where it is, or what 
to do with it. You need to have it seen to, urgently." 

That's just brilliant. So my PC is stuck in a weird 'mind loop', 
then, and it needs a shrink. But then again, this is only according 
to Dean, who, as I said before, probably doesn't know what he's 
talking about. After all, here's a bloke who, when we were once 
watching Fifteen To One, answered the question 'Which American 
state shares the same name as the country's capital?' with this little 
gem: 'Utah.' 

Nope, I've decided the best thing I can do is to continue as 
before and forget all about what Dean said. My remedy for the 
self-activating floppy drive will continue to be as before... I'm just 
going to pretend it's not happening. Z 
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MAKE MONEY NOT LOVE - GLOBAL SCALE SERIES No.01 
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AVAILABLE AT GAME, ELECTRONICS BOUTIQUE, VIRGIN, OIXONS, PC WORLO, 
_TOYS 1 R J US, HMV, BEATTIES, SILICA AND ALL LEADING GAME STORES. 


Brain Aided " Design and Beats Isdn to the other 


Hard copy from reality 

© 1997 Gremlin Interactive Ltd. 

Gremlin Interactive Ltd, Carver House, 

2-4 Carver Street, Sheffield, SI 4FS, England. 


On the barren moon Titan, within the city of Misplaced 
Optimism, scavenger operators and ram-runners fight for the 
right to courier the last of Titan’s worthless riches. Caught 
between power-plays of neo-feudal corporations and mutant 
underworld cartels, there is only one escape, off-planet, and 
you’re going to need all the Hardwar[e] you can get. 


























